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France's award winning, role playing epic now available in English 




Available for: 

Amstrad (Disk and Cassette) 
CBM 64 (Disk and Cassette) 
Apple II (Disk) 

MSX and Spectrum 
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The Armtrad rumour machine 

Amstrad's planned launch of an IBM -compdfibpe machine has 
probably provoked more unsubstantiated cl cirri <jnd court ler- 
clorrm man any other compute* launch of rfrcefll frirrttfs. Depending 
on who you talk to the machine will or wotft have coiow, may or 
may not have two t>uirt-3n driven which mlghl of might no! be 3'** ft 
could, or there again could not,, feature a built-ta hard disc; but 
without doubt, weil without much daubt # will feature the GEM 
mouse~driVert operating environment. Seeing, m ii wi<Jety believed, 
for o mere £399 (no, sorry, £599) one thing at least is dear - the 
new machine will be a raving success or possibly a domp squib. 

How is rt, you may wonder, that Alan Sugar can keep hrs 
secrets so we Ik Simple. The man has developed a unique technique 
for preventing company leaks. We have it on good authority that 
no one in Amstrad apart Irom Sugar actually knows {and cart be 
sure he knows) all the details of the new machine. Different 
department} and the various cornponiei Amsfrad are working with, 
ore given onfy as much Information os they need to do their own 
planning. And in giving out such information Sugar has been known 
to mix in fcf few red herrings - even to his own staff A very 
effective way of tracing the source of leaks, wouldn*! you Say? 

And therefore, a very effective method of preventing them, 
Oon r t take what you read too seriously. 





AA modest claims 

department 

it's always nice to get free pub- 
irity> so we were grateful to 
one of our competitors lor publ- 
ishing yet another reference to 
Amatrad Action in the letters 
section of their July issue. The 
reply they printed was a little 
mislead mg , however. 

A Mi Cram Curries from 
Peterborough had requested 
that they review more games, 
saying that Amstrad Action had 
'absolutely slaughtered' them 
on games reviews in the May 
issue, Quite so. But their reply 
suggested mat AA was first with 
the reviews simply by virtue of 
going on sale a week earlier in 
Ihe month. 

Just one more thing: Review 
more GamesSI 1 buy Afmbatf 
Action as weif as ttfe gpaat mag , 
aj>d m the May issue tftsysbso- 
tut efy slaughtered y ou in games 
reviews. After bify^ ro**-i 

Come on. chaps, be fair. As 
Mr Gurrie had spotted, our May 
issue contained a long string of 
reviews which appeared in this 
competitor not a week later, but 
a whole issue (five weeks) qr 
more later. They were, for the 
record: Batman, Tomahawk. 
Frankie Goes to Hollywood, 
Doomsday Bims, The Last V8> 
Moon Cresfa, Way of the Tiger 
and a couple others. Against 
mat the competitor s May issue 
had just two reviews 2112 AD 
and Forbidden Planet - which 
we had missed that month 
because of our earlier dead- 
lines. ALL their other game re- 
views were done earlier in 
Amstrad Action by at least a 
week. So there. 

facidematty, the May issues 
were by no means out of the 
ordinary in this respect, A caie- 
M check through all Ihe recent 
issues of various Amstrad maga- 
zines should leave you in no 
doubt as to which one puts most 
effort into bringing its readers 
the first reviews, 

There, now we fool bettor 



Access orders 

Hay! WfrVft now able le accept Ms- 
phortc orders frc-m Access tord- 
ho-ld-eu for subscription! and mail 
order. Ju-st ring I ond oik 

For Access orders. 

V\io card -holders watch thSt 
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LASfUTY All ORDERS DESPATCHED THE WORKING DAY AFTER RECEIPT 



/Uf prices include PAP and VAT. lend cheque, Postal 
Order or Credit Card No, Credit Card orders accepted 
by phone . Callers wetcome* Wide range of goods 
stocked. Trade enquiries welcome, European orders 
send price as advertised. Outside Europe £2.00 for 
airmail* Mail order to Evesham please* 

In Austria contact MICRO ACCESSORIES of SJk.< 390 Anderson Walk P Smith^lri, Soutfi Australia S? 14. Tel (03} 254 6204 



EVESHAM MICROS 

BmOGE STREET, CVESNAM, 

worcs, mti r my* 
Tel ;0386 41989 



MICRO CENTRE 

1 7S6 PERSHORE NOAD, 

Tel: 021 458 4564 





UNIT 14. WHITE HILL HOUSE, 6 UNION STREET. LUTON. BEDS LU1 JAN 

THE UTILITY PEOPLE TEL<068£>4116S6 



FOR YOUR AMSTRAD4S^-654-Gl2S 



m * *° iA _f 

ST}!:. THE BEST DtSCUTHfTY PACKAGE 

A cgflipfege (i-3CLT.!!t>- h& piogra^* YOJ nave-^-d us 

33< □ sc spas? js&d 

Jl look at some or it^-q fear^fes . 

•A Cflm^-Eled reciar^ Eti-lc'wi'Jiwh c- yaL can e-xamirerie 
d 5C dir&i-q'-y anri easiV a BSf #« co r .-- _ 1 1 r - 

- R gtQDW Of asetl pr&grd- 

■ M prL>3 p aT.t nxirn Li le direrio^. 

* A OOrWpjeiB ■secLcec lor a eiarrriraard'Dt alar tfw 
ca-itenisg^ F §5 in ^fX Of ASC1 1 

■ Mip 0LJ yOL f disc a^C Icca^ wl ^ ry f. ±s are ar t u a dia:- 

■ Pifrvt-r'^proBrarns Trnrr accklsn^lly L>eir^efaied, 

•An .n'tHlig^r I c f.z coDisr na - car copy hnsf dn^ac^'rc^ 
slardard sec^ns pi asHgle-orTA'in diive !.>-5^. 

■ Fc fm.i r ir nai tjf-^ cr. 9: ih^ dr Ic^yL b' jrch 
atronac rives. 

■ Transfer yc-jr I nteLv&ec! D'-DgranE,-! las J ro - =,,- - -■ - 

rec aim ejoet-e, ve c k space. 

- Increase ^-c Epoea your disc dri &/ lp Id ?0~& 

* Load and li ^ pf oteL"lari B A ?/ C prc r : ra t.fl 

■ A I in^Tv^onsare sjjppiic-d ci d sc tn a Stioa'a^ heb 
m 

p S mpi-y to use w : tr. e a KRy rc 

■ Makes FjII use L u rH d s= dn va. A To A , A la B,B s A , ax 

* rjp-pabb a v> lha!l Amst'^n CP:"!: r.r. pi. _ n-? 

All 'h * -sir iha incraci hie Orice of £1 2.95 c-n dec only 
OCCOOB :S CC-HStar D> l L-g ^acatJ — theckw Lh us rhanj^Fnr 
v^; r£i&l ffa. and if yoL-v; s.- retun Tie Cscw r- f " !' : m 
upgrade 

New a n out ve n s ion odduoo a il^dle — c- 5 55 



TRAN5MAT 

Easy tap^ todr&c fcanster. 3 hs 
pfccflss-^>na:!YL,Eada r K 'aspaiiiedtliliTf :Ta.? 
sal '.ha-5'jnri.vc ir L^aa fc lif-T^isJes "^cu 
oiheva altempj 10 " ^v.micJc. Rated fi^i'y by 
frecomotjtef p r *ss, 

1 'ar 1- = :' =. ru-. iaa-uan r ck.<io 
■ Easy Operaari ■ A Jto sr rorautt rn&d&s ■ 
Rt-locator fo r pr agrams wr D.a v/ _ :a Ira 
drsc area * i-rasa * Ch'jAczj ? ;r;~ ■ !^ _ -r^ - ^ ■ 
[fc sebradef raader - St'ect a^ea - A &■ 
E veYfa'Sfl'Tg ^Traffismate rt*flff. 

A l?o avai- a We ofi ROr*! on \y 1 1 9.9^ 

1 tiTs | 

SPIRIT !— 1 

T pei^cc: advnct^c ca-rate-ar: 
10 T- ansmat Of ridst -L-^ac'gaaz- f. ir 
cOmpL L "ig — 5 air: c' !ars a :ra i^ds fCL 
nead ir ora aDaromlc p.^ck5^?- 1o tapster 
t r..i;e g^n:j iiO 'iDdtJL ■ tss or Id 

1 LU 

To JSC Spirty&Lj rtead a diss assE—.^le-aoo 
soma kroA-ledgeof ^ar.hl-e C2<ie. 



r pi py 



FIDO 

A QanEf^ Be and a sc o^flfil^Sor I? ySL, Kawo a 
^j: 3 f ii>c& yuL can r?*w %-d lr*'pnjjpr.rt— 
yoti wanl t-«r f IDO a ycur^'^w&r. lis many 
iaaj aswfl a" ow ^ to co^ eiy y cwgsrw« a5l 
yen ,r &l^s^£s?s T!am;flt-.aS& iheft! us -5 a 
SpOfiia"! y de'z c "e-d caSafcase. T>J5 r^trj-<Jrh#e?i 



tfec car ^:r^a 
5e&a-aLa cdc 



Pesmat-L* * Ver^ aasysouse ■ WaBLaSo 
: usual h^h s^rdaiii 



PRINTER PAC 11 

Tr-e K^eaTi ccpw. Tfte eow^-'e^ iir^tSf 
Lilj'iiy ^ mml po^jSar cbt malux pr irafs. 
ir^udlng ihe PMP ?000 ■ Ril p^atWCit^ 
Ehadirg ■ FlJ 54ze dutr^s m Variafrto aufier 
opton !o retease e^g co^i^^j' • I ax: du-na 
■all n-WC^caEarecl^r. 



SUPER SPRITE 

C^C/nc4y pttvartji ami vE^ariaptaoe qf 

Vva a a!a -ea isfit pToe, S^ 'PCP SPRITE is a 
- ^ " :. ■-: : f=r. f- ^rogf^-Ti ,vr cr rt :- : "t - 

ssmies k&xfeG ^ adJe™ to slww tin. 

ar ™^a'e.ThaoDi?ip^ele^3?tjcawi 
5PiX ejtaflfflj-cs 0? tVMi lDC7»alaanc 
ar -^ajfe lei lo r foisvttr. pfngra^^ins. 

F YQifVE WRITTEN A UT&ITYVP 
TO OUR HSGH STANDARDS 
PLEASE CONTACT US. 



ORDER FORM 

per Fw r«f of *M c >.S0fxn We mc air mai 
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• Does your micro chat to 70,000 people across the UK? 

• Can your micro interview pop stars, hackers and doyennes 
of the computer industry? 

• Can your micro provide the answer to your technical and 
software problems? 

• Could your micro send and receive telex's worldwide? 

• Does your micro do your shopping for you -and have it 
delivered to your door? 

• Is your micro an answering machine, delivering your 
private mail whenever you log-on? 



NO? 



Shame! 





To: Micronet 800, 8 Herbal Hill, London ECI 

Please send me a brochure on Micronet 800 




Name. 



Address. 



Micronet 800 
8 Herbal Hill, London EC1R 5EJ 
Telephone: 01-278 3143 



L 



Arc 



Micro. 



.Telephone Mo. 



i 
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Once again SofnertorT* long-suffering postmen hove 
been puffing up the (fairs and depositing vast sacks of 
mail on our doorstep, all from you our favourite 
people. 

This month's lovingly checked out selection inc- 
ludes a moan about the Lenslok anti-piracy device, 
belated praise for an ancient Kuma game, the insane 
ravings of a Mr Piers CIrFton, plus fhe usuaJ welter of 
queries, grumbles and grovels, You want to pay 
particular attention to the bits written in italics after 
each letter - we did those. Good, aren't they? 
Remember, you too can contribute to this column - 
and if your letter impresses us you could even be 
awarded a £1 5 software voucher! Post 'em off to: 
Re Action, Amstrad Action, Somerton, Somerset? TAJ J 
5 AH. 



Lenslok problem 

I must write To inform you and 
your leaders of a problem I 
encountered after buying the 
helicopter flight simulator 
Tomahawk, 

Duo, presumably, To 
copyright laws being frequently 
ignored , Digital Integration 
have introduced a security sy- 
stem - Lenslok to prevent 
illegal copying This consists of 
a rectangular piece of plastic 
with a transparent window in 
the centre. The idea being that 
after the cassette has loaded the 
letter k H' appears on the screen. 
You then place the outstretched 
lens (ft folds: to use later in 
code- -crick men on the screen 
and alter the size of the *H" 
{using designated keys) to that 
of the Lenslok lens. When this 
has been achieved you can then 
proceed to crack the code, 

However, as I found lo my 
Annoyance, if you are like me 
and use a large colour televi- 
sion with a modulator and not a 
smaller screened colour moni- 
tor, the letter W on the TV 




screen is much larger man that 
of the lem> even at the smallest 
obtainable size, Hence my ina- 
bih!y to crack the rest of the 
code, if you see what I mean? 

I can only imagine there- 
fore that Digital Integration 
either didn't foresee such a pro- 
blem, or thai there's some way 
unbe known to me of loading the 
game without the problem de- 
scribed, if so. I'd be glad to 
hear from you, Otherwise 
please inform your readers of 
this absurdity. By the way, I 
subscribed to the magazine 
after reading only one Issue, 
G Pennington 
Burnley. Lanes 

Though effective, the Lenslok 
security system is not ideal as 
you have discovered But j/ 
there wore loss pirates about 
Digital Integration would not 
have had to go to such iengrihs 

Showered with 
praise 

As I am the proud owner of an 
Amstrad CPC 464 I thought it 
would be nice of a kind -hearted 
person Like me to write in and 
say your mag is ace. The games 
reviews are well done, the com- 
petitions are good (thanks for a 
copy of Stranpeloop. it's ace), 
the Cheat Mode section is a 
greal help, thank God for thJU 
Spindizzy poke too, you certain- 
ly need it. 

The Absolute Beginners 
section is a nice refresher 
course, tt might jusl gel my 
memory going again. I would 
add that I haven't had one single 
problem with my Amstrad (not 




like Speccy or Commodore 
owners). By the way. could you 
toll me any news about when 
Ocean are going to release 
Knight Rider for the Amstrad? 1 
have been waiting quite a while 
and not a whisper of it ye; 
Steven JUlaa 
E dl n burg h 

According fa Oc&&w tt should be 
out towards the end of July* bur 
that is not a promise! 

Remember the 
Green Screen! 

Hello famous, tremendous, fan- 
tastic magazine! (Good eh?) 
Firstly, a pica to all software 
houses, how about taking the 
tune and effort to include a 
green screen option in every 
one of your games? Thankyou. 

Now an exciting fact will be 
revealed. In my recent survey 
{excitement building) I have 
found out that the most common 
letter for software cassettes 
title* to begin with is - (wait foi 
it*) '5* (as in paufiage). I have 
also found that the mosi un- 
common letter for software to 
begin with is - (more excite- 
ment) 'X p . This survey was taken 
from a total of 668 Amstrad soft- 



ware titles. 

This is a genuine survey 
and 1 hope it has been of some 
interest. 
Andiew Putt 
Ross-shiirp, Scotland 

Well, it takes aU sorts to make a 
world... 



Date x plug 

First 3 points I want to make. 
Firstly, what a great mag, keep 
all the features in, but more 
Cheat-Mode and maps! 

Secondly, when I was Loo- 
king through my back issues 
you stated in issue Six which 
joysticks were the best to iisfc 
for games su ch as Daley 
Thompson s Supcitfyst and 
Hyp&ispons etc Now. ij any- 
body has £12 95 to spare and 
wants a good joystick, then pop 
down to your local computer 
shop and ask ioi a Da lex Micro- 
Suck 1 . Not only can if lake a 
good knock, but it is a twelve- 
way, self-centering, mega fan- 
tastic joystick. So don't buy 
shoddy goods, buy dearer, but 
get excellence, 
Robin PuLlen 
Norfolk 
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Competition 
problems 

Over the past few months AA 
has been notorious for duff com- 
petitions. First came the infa- 
mo us "mach question" and t.dvy 
J ihc code with the spelling mis- 
take 1 , Was it Toot that ran off 
with the dot that should be in the 
first letter of the last word in the 
first line? For those who are 
confused by this the first line of 
the code should read as follows: 



I have rung the guilty letter. I 
advise you to fire your type 
checker and employ a new one, 
perhaps Arnold ! 
Christopher Lamb 
Stoke Foges, Bucks 

Toot denies all, but I've got my 
suspicions... 




J A nnCAL t ^)EA<l 



A few niggles 

For the past two issues I have 
been reassured of the availa- 
bilty of the best-selling game 
Elite from Firebird, However 
afier phoning up various soft- 
ware distributors I finally dis- 
covered thai it was not tikely to 
be out for a few months, not as 
AA said l by the tune this issue is 
on sale'. 

Another fault I have found 
concerns your software review- 
ing system, Certainly it :s one of 
the best, but it can be very 
misleading. For instance, you 
gave the PSS game Get Dexter 
94 per cent and made it Master- 
game! I would have to be in a 
very good mood to rate it above 
65 per cent and I know fgr sure 
that others share my opinion. 

However, despite this I still 
vote Amstrad Action one of the 
best magazines on the market. 
Phillip Miller 
Kettering, Northants 

fi appears that your niggle is 
with our ratings rather than the 
reviewing system itself An 
awful Sot of people do rate Get 
Deiter highly: including, obvi- 
ously. Bob Wade himself. 

Firebirds Elite has been a 
real problem,, which is a sham e 
because it is an excellent game! 
The original cassette version 
turned out to contain a bug 
which, as we were offering it to 
our readers at a special price, 
was rather embarrassing for us. 
Rather than send you the 
bugged versions we returned 
them to Firebird to be replaced 
by working copies. We. and 
you, waited and waited for the 
replacement (apes. 

Because of the delay, we 
sent everyone concerned a let- 
ter offering a full refund or 
alternative titles. The situation at 
the time of writing is that the 
cassette version is available, but 
the disc version is still not 
around* 

Man without 
Arris trad 

Dear AA„ the best computer 
mag ever!! I have got every one 
of your mags and have now 
subscribed to you, got Get De- 
xter from the special offer, and 
went out and bought five £9.99 
games. 'So What?" I hear you 
ask Well I. have not got an 
Amstrad yet, I hope to get one 
for Xmas, but at the moment ] 
just make do with my ZXoT. yes 
ZXS1 I hope to get a 464 or S64. 

Anyway in issue Seven or 
Eight someone used the word 
'Aroster" . 1 thought it was a little 
harry thing like a mouse until 
you said 'What is an Arnster?" 
Well I have the answer. Having 
4 spare quid I thought I would 



The truth about 
Amsfers 

Pathetic mortals. Yet again you 
have shown your ignorance 
when you tailed to comprehend 
the meaning of 'Arnster' in your 
May issue. I feel it my duty to 
enlighten you even though it 
disgusts rue to do so. Neverthe- 
less, this foul deed must be 
done. 

Long, long ago etc- the bar- 
baric race of Sugannea decided 
to declare war on earth. Earth 
didn't know this and until now 
was never to find out. After 
hundreds of years travelling 
they reached Earth and landed 
and waged war with what they 
thought was the Earth's superior 
race .., the hamsters. After 

go and completely waste j£ so I 
did. t went out and bought a 
certain other magazine and 
found this is where 'Arnster' 
comes from. SO this is fox Paul 
Smith who used the word; "don't 
use an enemy mag word again: ' 
It is meant to mean an Amstrad 
user". 

Two last things, how does 
Meltdown use over 170K mem- 
ory like it shows in the mag? 
And where do you send the 
Pilgrim voting chart, because I 
have not seen the address 
printed anywhere? 
Dean Williams 
Wirral 

An Amstrad enthusiast without 
an Amstrad! That's a new one on 
me. As to your definition of 
J Anutters\ I much prefer Piers 
Clifton's above - it has the nng 
of truth to it. if you know what I 
mean. 

As to your last two points, 
games like Meltdown arc able 
to use 1 70K files of program or 
data with a S4K machine 
because they don 't load all the 
data -2t once. Data is called from 
the disc into Arnold's memory 
when required. This is fairly 
straightforward on a diso-based 
game, but !es$ convenient on 
cassette due to the longer load- 
ing time. 

Finally, the Pilgrim voting 
form is in the Pilgrim T s pages - 
H we've occasionally forgotten 
to put it there, we apologise 
profusely! 

Terrible moan 

Vm afraid I've got a terrible 
moan to let off. How come you 
print the same leHers more than 
once? Take Stephen Jones of 
Boston Lines' Setter. Apart from 
the lasi 2 1 words the beginning 
is exactly the same as the one 
you printed in the May edition 
It was printed in the June issue 
as well. 



hundreds of years t when 
neither side had won, they 
made peace and settled tog- 
ether. Soon hybrids of the two 
developed. (Ha! mortals now 
you know what hamsters do in 
their paper filled plastic ken- 
nels every night!). The result 
was the Amster. However an 
evil knight learned of this rising 
and the Sinclair antt-Amster 
massacre took place. 

However, a few amaters 
survived. They are now contact- 
ing each other with pen-pal ad- 
verts and the like, and there are 
rumours of a plan to take over 
the world. Be warned AA h do 
not print any more of these evil 
scriptures. 

To be serious though, the 
mag's great {grovel, grovel) the 

Apart from that keep up the 
good work. I have lo admit T 
actually do find your reviews of 
games and the layout of your 
magazine great. 

Your 'Covenant' game was 
great and well worth the extra 
50p. 

Mr G Veazey 
Peacehaveti, E Sussex 

If we could think of an excuse 
you would believe, we would 
print it. Perhaps we should just 
blame it on Toot 

Pause for thought 

I've always bought another 
mag, then 1 saw yours. What a 
difference, 100 per cent better. I 
even get it delivered. 

Now the main point, I went 
to Boots, birthday money in 



Arnold is great and this letter is 
great (Elite would do nicely 
thank*). 
Piers Clifton 
East HoTBlef ( Surrey 

We stand duly warned? 




hand, to get some new games. I 
came out wih Batman, Get De- 
xter and Sir Fted* At home I 
slotted Batman into the tape re- 
corder. The tape just would not 
start going round I Oh no! I tried 
everything I knew of, but no joy. 
I sat down and wept as I looked 
for a repair service in the mag. 1 
found one and went to pack up 
the computer. I head-butted the 
wall, kicked myself how could 
1 have missed it. so stupid? The 
pause button was pressed 
down. I impressed it and now all 
the games work perfectly. What 
a clot 1 am. Keep Up the good 
work and witty humour. 
Johnathan Ma&ey 
Mirfleld, W York* 

Well done! We've all done it 
some time in our past 



Sam Foxed 

So retumeth the pen-pal seeker . 
Some moans, groans, cheers 
and even yelps of excitement 
since I wrote last. 
First, the bad news ! 
Page M. Sam Fd* Poker 
f saw in an issue of another 
magazine, (before ] saw the 
light of Amstrad Action) a re- 
view of Animated Snip Poker 
This 1 thought about, then 
thought no, they wouldn't bring 
out another one'. It is an insult to 
mankind. Let alone womankind, 
to bring out, not one, but two 
such games. UrrghJ Moani 
Groan! It should be rated as 
follows: 

Sexist Tendency: 100% 
Game Rating: 00% 

Enough! Let other people 
moan loot The Only thing which 
should he. sj*:d is BAD NEWS : 
But back to Amstrad. 1 now 
hereby join the 664 Moaner 
Basher dub, BASK!! q Nuff said. 

But on the whole, [ think AA 
is one great mag. and I turn on 



my feUow Irishman who smote 
AA Bash* Juvenile Rubbish ah? 
We'll see about thai! 

By the way how 'bout a 
page each issue for 7-11 year 
olds, starring say Toot oi Rol- 
and Rat with an Amstrad in his 
sewer. (I like R.R.) Sugarman is 
great! By the way. Filg. keep up 
the good woikn Even (hough l 
own no adventures, reading his 
reviews passes the time well. 
Oh yes, this is directed at James 
Harrison, Basht What an insult- 
ing juvenile letter, Sob! By the 
way. what's Roland goes 
Caterwauling* See Hi-score 
challenge an issue or two back- 
Mark Dow ling 
Mitchetstowft, Co Cork 

While we agree wilh you about 
sexist games, we think you re a 
little hard on 664 Moaners, your 
fellow Irishman, and James 
Harrison. 

On your last point, you 
didn "f notice that it was the April 
issue? 
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Sod question 

As you know more about 
Amstrads than anyone I know, I 
was wondering if you would 
listen to my story and help me 
our 

Before Christmas all my 
friends were getting Commo- 
dore 64 k a> but 1 stuck out and 
bough* on Ain&lidd with colour 
monitor. 

Amsirad Action was and is 
the only computer mag I have 
bought k And like u as much then 
u now. One ud question which 
has always troubled me is tha; 
the Commodore 64 has exactly 
the Sam* 64K memory, but the 
C64 games are out quicker and 
seem to be better Why? Why? 
Why? 

Ahmet Ismael 
Dagenbami Essex 

The C64 has been Around for a 
lor longer than the Amstrad, so 
software houses have more 
experience jh writing games for 
st It is also far mere of a games 
machine - alter all, it doesn't 
conic with a mam for and built-in 
cassette deck or disc drive, 
does it? Another factor that 
favours the Commodore is that 
it is a very big seller in the 
Staf&s, and a lot of good games 
have come across the water for 
the CS4 that have to be conver- 
ted before Arnold can run them. 

However r we would disao: 
ree with you on the quality com- 
parison. The Commodore &4 
dogs have the advantage of hav- 
ing hardware sprites and scrol- 
ling, but look at Batman or Spin- 
dizzy for quality on the 
Amstrad! 

Computer club 

t am writing on behalf of the 
Brighton, Hovo and District 
Computer Club. We are an es- 
tablished club which tries to 
provide a helpful and stimulat- 
ing atmosphere for computer 
users. We always have a talk or 
demonstration on some aspect 
of computing at our fortnightly 
meetings, and our current mem- 
bership includes novices and 
experts, amateurs and pro- 
fess Lonata. We are interested in 
both software and hardware of 
all types. 

Prospective members are 
welcome to come along for a 
couple of meetings to J test the 
water", and should write for 
more information to: 
George Secara 

Brighton, Hove and District 

Compute Club 

19 Beach Green 

Shoreha m- by ■ Be a 

Sussex 

Telephone: (027*) 46*111 



Software publishing 

My reason for writing is to en- 
quire about copyrights and pa- 
tenting- At the moment 1 am 
writing a business package for 
use on the Amstrad PGW 8S12 P 
and although I do not have any 
intentions of publishing it, ] 
would be grateful if you could 
supply me with so mo mfo nid- 
ation on the aforementioned 
topic 

In addition 1 have searched 
through the two manuals 
supplied with the machine and 
cannot establish how to disable 
keys on the keyboard, 
Sean O'Reilly 
Co. Tyrone 

With regards to the extensive 
topic of copyright and patents* T 
can only refer you to The Soft- 
ware Author's Yearbook 1985- 
1986 published by MacMfllan in 
their PaperMac range. This 
should contain all you need to 
know, or tell you where you can 
find oat more. 

As regards your second 

question, we cannot work cut 
why yen would want to disable 
the keyboard, If you only want 
your program to respond to 
certain key strokes, then you 
can simply use the INKEY$ func- 
tion to test the keyboard, linked 
to IF,. THEN statements fa re- 
spond to the required Jeeps, 
These are detailed in yo ui Basic 
manual, 

Short on memory 

Noticing in this month's edition 
(June '96) that you have now 
assigned a whole doable 
spread to the niggling problems 
incurred by 'Amstors* (a most 
convenient word used in the 
May edition by Paul Smith). 1 
was obliged to write for HELP! 

Having obtained Pretext on 
lorn for the serious application 
of my CPCB128, 1 Let myself go 
by purchasing Cyrus 2 Chess on 
disc; only to find that, when 1 got 
home, inserted the disc and 
tried to inn the program, 1 was 
given the blunt message 'not 
enough memory' (this was with 
my Protect Rom card plugged 
in at the back). However when I 
eventually thought of removing 
the Rom, Cyrus had enough 
memory and functioned 
normally. 

Please can you brainy, en- 
lightened ones at AA pass some 
Ught on (o me. and teU me 
whether anything can be done 
to resolve the problem? 
Fan! Webb 
Ashburtoa, Devon 

When you turn your Arnold on. 
he looks around the memory 
map to see what Horns are 
plugged in, and makes notes in 
,* little corner of his memory 
Moat programs don't use fUs 



Yaiffaffler questions* answered 

PROBLEM ATTIC 




httle corner oi memory* and so 
run fine regardless of Rom 
boards, Unfortunately some 
programs need all the memory 
they cart get and so give pro- 
blems when they discover 
Arnolds hftle notebook. 1m 
afraid there is not much you can 
do about it - except switch off, 
unplug the Mom board* and 
reload. 



I Firstly, thanks for a brill mag 
and keep up the good work! 

Now down to serious busi- 
ness Lasi issue (June) you 
printed a letter from Lyn Mur- 
naghen from Kent, in the 
'Problem Attic 1 . She wrote to 
you about the Spellbound poke 
and why she could not run it 

Your reply la the letter, I'm 
ah aid to say, was wrong. I too 
had the same problem, but all 
you have to do is to find the 
second title called Spellbound 
(after Scode) on the tape, then 
type in the poke and run it. To 
do this you first type in RUN, 
Thsa brings up the statement 
'memory fuiT, Once that is done 
all you do is press play on the 
datacorder and type in *ftun SO 4 . 
The poke then loads and works 
perfectly. 

t have also found the First 
mission on Elite- It is in Galaxy 7 
on plane! Esarieve 1 leave you 
with a due Tor this mission, Buy 
something, but not fuel, 
Jerome Caul 
Caerphilly 

Thanks for your help in clarify* 
ing this problem, but our 
original poke in Issue Se ven did 
say Arid the SPEU&QUND 
program after the SCODE 
block. Perhaps we weren 't dear 
enough. 

Double spaced 

[ wonder if you can help me 
with a small problem t am hav- 
ing inteifacing my CPC 6138 to a 
Citizen 120D printer. The prin- 
ter works well with the Jfeir- 
word wordprocessmg software, 
except that everything appears 
double spaced. Double spacing 
also occurs In basic print state- 
ments when printed by this 
printer, [ have altered the ap- 
propriate dip switch (no. 2) to 
no avail. A new interface car- 
tridge has also not produced 
any change. 

t note that one of your re- 
viewers also uses a 120D. ] 
would be interested to know if 
he has had a similar problem, 
before I tend the printer back 
(expensively) to the mail order 



house I purchased it from, 
T A Gray 
Birmingham 

We have spoken to Citisen 
about this problem, and they 
inform us that it is Pin 14 of the 
Centronics cable connecting the 
printer to the Ajnatrad that 
causes this problem. Their so- 
lution is to disable this p in on 
the lead, either by disconnect- 
ing it or breaking it off. 

If this sounds a bit drastic 
there is a software solution. 
Basically it involves changing 
ffte line spacing incrementally 
using the appropriate Escape 
sequences, or by using the .th 
dot command from Newword to 
change the line spacing in in- 
crements of l/48ths of an inch. 




Protect me 

1 have had my CPC 464 for about 
a year now* and require help on 
two points which I think you 
could help me with. 

Firsf + 1 received a copy of 
The Devil's Crown as a Chris- 
tmas present. I have played it 
lots of times since and can t get 
past collecting the blue sapph- 
ire. Can you or your readers 
help? I have no trouble finding 
the sapphire, but I can't pick 11 
up K as I can the other objects. 

Secondly, 1 h*ve had tro- 
uble with some of my friends 
(they aren't Iriends any more) 
who keep trying to hack into the 
programs 1 write and save on 
tape, At school 1 have heard that 
the Amstrad ha* a firmware 
routine somewhere in its mem- 
ory for creating headerlew 
files. 1 am sure these couldn't be 
hacked into, as they can t be 
recalled using LOAD" or RUN'\ 
If such a routine exists, could 
you tell me its address and how 
to operate the routine? Could 
you also tell me the routine 
(there must be one) which loads 
these files into memory? My 
iriends wouldn't find out, 
they're pretty thick and don't 
read your mag, but they have 
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got a tape-to-tape utility, so 
SAVE' 'prog* 1 ,p doesn't stop 
them. 

I d be grateful for these bits 
of info- Great mag by the way, 
Job a N el so 11 

Lam 

On your first paint t am afraid 
we cannot give rocfi Aines on 
individual gams problems, as 
we just do not have die space! 
Keep an eye on our Cheat Mode 
pages though^ you might get a 
hint sometime. Indeed we gave 
a tip for The Devil's Crown in 
oar July issue, so there yau go, 

Your second point is far 
more complicated* Basically 
there are two routines; CAS 
WRITE and CAS READ, at too- 
aliens &BC9E and &BCA1 re- 
spectively, that do what you re- 
quire. Both require dm address 
of the start of the program Mock 
in the HL register, and the 
length in the DE register. The 
content of register A is not im 
portant, hut must be the same in 
both cases, We would suggest 
A16 as a suitable value. 

However, these routines 
will not work with programs 
written from Basic without con* 
siderable jiggery pokery. If you 
want fo look into this further, we 
suggest you buy a copy of the 
CPC4S4 Firmware manual. 
Artisoft code number SOFT 153 
This should be available from 
good computer shops, and costs 
£20, 



Poke perplex ion 

Good evening, Much-o thanks-o 
for the brill mag, etc.. bui Tin 
afraid that I've a few grip*** to 
get off my chest . 

First, the great game that 
some considerate soul stuck to 
ihe front qf May's AA, The in- 
finite energy poke listed in ano- 
ther issue (can't remember 
wtuch - can t be bothered gett- 
ing up to see) doesn't work, I 
can n i even find a file under the 
monnicker of COVENANT BIN 
when cataloguing; and being 
such a lousy programmer, I 
can 1 ! muck around with afor- 
ementioned cheat to get said 
immunity. Please help before 1 
either go spare or visit your 
humble abode and remove your 
brains, Kambo style. 

Talking of pokes, are you 
sure that the Sabre Wulf and 
Highway Encounter pokes also 
listed in May s issue work? I've 
tried them both twice; Highway 
Encounter reaches the 
'LOADING :Please Waif stage 
and then locks up. while Sabre 
Wulf just locks up with nowt on 
the screen. Damned annoying if 
yer ask me, 1 thought that I'd 
finally have H.E. sussed. 

Last gripe (as Pin typing 
this* T might think of something 
else though) is how long is the 
A meld gGur.g to be ["ebbed o:f 
wvih 'orrible software? 1 rec- 
ently had the pleasure (!) of 
using a Commodore 64. The 




umy my ^ojimra wviui uu-uwi- 

ing about were Rambo and 
Commando. Commando went 
down well, a good, enjoyable 
game which my own Arnold 
might soon see. but 1 nearly 
kicked the computer in when 1 
saw RambQ- OK* so it's a lousy 
game, but why does the Gommi 
use a full screen and Arnold get 
fobbed off with a poxy little 
window in the corner? Surely 
Ocean could have done better 
considering the AmatracTs lar- 
ger memory etc. My command 
of the English Language would 
have turned (he air surrounding 
(he computer a nice shade of 
electric blue had my mate not 
boon next to me with his mother 
and father within earshot. 

Right, that's it. Get on with 
the great mag. Don't go bank- 
rupt giving away too many 
fteebies will yoti? 
Smtfl3 

Dtwaburjf, W York ft 

What a lot of questions! OK, let's 
start with Covenant. The first 
poke that we printed was for the 
original PSS version of the 
game, and not that snick to our 
cover See this issue for a poke 
that does work with our version. 

There was indeed a pro- 
blem with the poke printed for 
Highway Encounter , but see the 
July issue, page ST ¥ for a correct 
version. 

The Sabre Wulf poke 
works, but only on the They 
Sold a Million version of the 
game, not the Ultimate version. 
It does not work with disc ver- 
sion either. 

As to your last points. Com- 
mando is now available for 
Arnold, see our review in the 
June issue, Why Rambo is con- 
fined to a small screen on 
Arnold I really don't know - M 
th&y r d used the whole screen 
they could have made use of the 
Amstrad's 'hardware scroll \ a 
very nice feature every bit as 
good as the Commodore s. 



The joys of discs 

The letter in the June issue of 
AA from p G Newman has 
prompted me to write in de- 
fense of the Amstrad CPC 6128. 1 
used ?o have a 464 but up* 
graded to my present machine 
with its built-in disc drive, Nol 
only is a disc drive faster and 
more reliable than a tape re- 
corder eg no problems with 
tapes not loading due to cass- 
ette motor wear or 'stiff" tapes 
or wrong Azimuth setting - but, 
if I do need to use a tape, 1 can 
use ANY tape recorder. With 
the 464 you art* stuck with the 
one supplied. 

As time has passed it seems 
that the data recorder is the 
464$ Achilles heel, if it does go 
wrong you can't use another 
one. 

Mick LUick 
Bristol 




Good point , but the £123 is £100 
more expensive* 



solution 

Let's get the creeping bit over 
with: your mag is great, it beals 
d]i the others! 

The main reason that I havs 
written is because of a letter 
label] ed SCREEN WOBBLE 
Being a bit electronically 
minded i took mteresl in whai 
you said about flucuialions in 
the mam supply I have never 
had this problem with my gieen 
monitor and I think I know why 
On my 464 I have got an 'Anti- 
Surge Plug 1 . This, as the name 
suggests stops surges from the 
mains In some areas the power 
■upply fluctuates frequently and 
cause j interference such as 
terra* wobble. This could also 
z<- .vTv some people*! com- 
puters go wrong electronically. 
Fluorescent lights used to cause 
me a lor of trouble before ] got 
the plug When ( twitched on 
the light it used to crash the 
computer or make u reset! 

My answer to anyone £x- 
p+rt*ncing these problems ts to 
<Mt themselves an Anti -Surge 




Murphy's Law 

Earlier this week, on 23 May to 
be precise. I wrote to you re- 
gretting the non* arrival of TTre 
HitchHikers Guide to the 
Galaxy, which I had ordered 
some two months previously. 1 
despatched that letter, trying to 
whip up a faint whiff of feeling 
hard-done-by, without much 
success. 

In the first post of the fol- 
lowing day a parcel arrived 
with a note from you (from the 
responsible reunion, that is) off- 
ering apologies for the delay 
and endosmg the game 
thingies. 

All of which 1 take to be an 
example Of Murphy's Law 
rather Than Sod s. [Sod's being 
a* crude as its nomenclature 
suggests, slates; 'If something 
can go wrong, it wilt* Which 
verges On the banal. Murphy's 
Law. being Irish and fey and all 
that stuff, states: Tf nothing can 
go wrong, something wilL") 

So Murphy's Law it was that 
had me write to grumble at you, 
at the precise lime that you 
were busy proving yourself to 
be blameless. 

He (icq, my apology. Now, if 
[ can only get this damned fish 
into my ear... 
T Lynch 
Rnislip 

Good luck vnrh she fish. 

Clunbury Road 

mystery 

1 doubt it you would regard this 
letter as being suitable for pub- 
lication in view of its content, 
but I would be most grateful if 
you can throw some light on 



Twill 



i*in«i»i AMSTRAD ACTION AUGUST 1986 13 



what 1 could describe as the 
Clonbury Hoad Mystery, 

In your March edition you 
published a letter from a K 
Clarke, of 81 Clunbury Read, 
Wellington. Telford, Salop TF1 
3PA- In the letter he requested 
pen-pals for the Wrekin Com- 
puter Club of which he is the 
secretary, (here was a further 
letter published from him re- 
garding an extension to the 
Club's activities which had been 
created in order to answer 
queries fromAmstrad owners. 
This extension was to be called 
AMPLUG- 



clubs and I am considering 
going to the expense of hauling 
Master Clarke before the 
justices 

Any hope of one of your 
sleuths unravelling the 
mystery? 
Robert Lamb 
Catting ham, E York 5 

H you were to take Mr. Clarke 
before the courts you might be 
in some trouble yourself. 
Swapping software is not the 
same as swapping books, 
because you can always make a 
copy for yourself - and That's 




1 wrote to K Clarke in ac- 
cordance with his request, and 
we have had a brief correspon- 
dence The last letter from him 
expressed an interest in Corn- 
bat Lynx, and the arrangement 
was that he would send me Air 
Traffic Controller in exchange, 
or on a return basis. T sent him 
the cassette in March and so far 
have had no acknowledgement 
from him. I wrote again about a 
fortnight ago requesting '.no re- 
turn of the cassette, or that he 
sends me the exchange cassette 
as promised. I also enclosed 
more than sufficient postage 

There may be a good re- 
a*on for the silence but I'm 
damned if I can think of one that 
is satisfactory, This will be the 
third time that 1 have been 'con- 
ned 1 by so-called pen-friend 



piracy. While swapping public- 
domain software, or programs 
you Ye written yourself, is quite 
acceptable: swapping: commer- 
cial software is a practice best 
avoided. 

The best game ever 

What's the best game around 
for the Amstrad? Batmxn? Get 
Dexier? Spmdtzry? Roland goes 
under a bus? No way!' 

The game I have in mind is 
neather original nor mind- 
stretching. It contains the sum 
total of zero objects to colled 
and it is not a 3D arcade adven- 
ture!! Yes, such a game does 
exist. It was created long ago in 
Arnold s dim and distant past 
(well about 17 months ago actu- 
ally}. Thss masterpiece was duly 
reviewed in a monthly maga- 



zine who said that: 'use of colour 
and graphics is excellent with 
some stunning multi-coloured 
characters/ So a week later I 
was seven quid poorer and one 
game richer, 

17 months have passed, 
nine MEastergames have come 
and gone, and I continue to p!ay 
the game, Yet still you choose to 
ignore the most under-rated 
games ever written. 1 doubt 
whether Bob 'I've played every 
game there is on the Amstrad 1 
Wade has even heard of it. 

1 just want you to know thai 
Star Avenger by Kuma could 
have become a classic Instead 
it was sentenced to bargain bin* 
land while garbage Like Movie 
and Nightshade is hyped up 
and spewed out (or a ten net. 

Ultimate have Lived off Film- 
ation for years and it saddens 
me to see you describe Gel 
Dexter, a game with lhai same 
old formula, a? 'magnifique' and 
k a superb piece of work . 

World Cup shock 

[ am writing to complain about 
some software 1 have recently 
purchased, A few months ago 1 

purchased a copy Of World Cup 
by Artie Computing and \ was 
satisfied with the program. Rec- 
ently 1 have purchased a copy of 
World Cup Carnival from U S 
Gold Software. 

I promptly loaded the game 
and to my amazement it was the 
same as the one from Arlic 
Computing, Even the music was 
the same, 

Please tell me what 1 can do 
about thi*. 
I Haworth 
Scunthorpe 

Unfortunately the 'enhanced* 
World Cup Carnival was pro- 
duced wish the full cooperation 
ofAitic Computing, so they are 
unlikely to be upset by the 



Star Avenger does not pre- 
tend to be new or innovative, It 
isn't. Instead it is an escape from 
the current 3D arcade adven- 
ture trend which has tasted over 
two years so far and shows no 
signs of dying. 

Star Avenger is FUN] Long 
may 1 continue to fly down those 
tunnels and caves, obliterate 
enemy fighters* bomb cities and 
destroy reactors. 

This is what real computer 
games are all about. 
David Rice 
Glasgow 

This is indeed a game that 
slipped through the AA net r as it 
wasn 't sent to us for Amsycio- 
pedia in Issue Onc r and some of 
the best games are the old ones 
- but you can V be serious about 
Get Dexter/ 

By the way, tf you 're so hot 
on Star Avenger, why don Y you 
appear in our Hi-Score fable? 
Several other garners dot 

similarity of US Gold's product* 
l^ere is not a Sot you can do 
about jr. unless you want to 
write to the Advertising Stan- 
dards Authority, the Trading 
Standards Authority, and every 
computer magazine under the 
sun. Many thanks for pointing 
this out for the benefit of other 
AA readers, and reed our re* 
view m this issue, 
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'THE CLASH OF ARMOUR' 



FOR A FULL LIST OF ALL PSS PRODUCTS SEND S.A.E, TO 
452 STONE Y STANTON ROAD COVENTRY CV6 5DG 
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AHigata Software Ltd. 1 Orange Street. Sheffield S1 40 W. Tel: (0742) 755796 



DESIGN 



I TAKING. 



.TIGfR 



THE ODDS ARE 
AGAINST YOU! 

You'll have to plan for the future 
and use your tactical skills to 
take the attack-tank through 
to "TIGER MOUNTAIN*: 
"TAKING TIGER 
MOUNTAIN" is in 3D colour, 
set in a real-time battle 
ecwronment, which makes 
it the most advanced 
battle simulation 
available, 

FortheAMSTRAD 
CPC Range, 




THE COUNTDOWN 
HAS BEGUN... 

One man stands abne to defend the 
ultimate weapon "NEMESIS" from 
the Andromedan robot forces. 
He has to escape with the 
"NEMESIS" intact, or start the 
countdown to self-destruct. 
Time is running out, every 
second counts. . . 
for the SPECTRUM and 
AMSTRAD CPC Range. 

Selected "Design Design" titles 
are available from:— 



WHSMITH 
COMWT 

and all leading software 
stockists, or direct from:- 




Design Design Software, 
125. Smedley Road, Cteetham Hill, 
MANCHESTER M8 7RS. 
Trade enquiries: 06i-20S 6603 




"One of the best" - Popular Computing Weekly 

~lt is good, no-nonsense material arts stuff with some really good 
animation" - Your Computer 

Good fun, graphically excellent, and if you've so far steered clear of 
martial arts games, this could be the one to get you hooked" - 

Computer + Video Games 

SPECTRUM £6.95. AMSTRAO CPC TAPE £8.95, DISK £13.95 
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Purnell Book Centre, Paulton, Bristol BS18 5LQ 
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Fattening 



If you're one ol tho*e PCW 6256 gnojhing your teeth ot being unable id 
frock down on official Amtlrad upgrade to Ihe 85 I 2 H o new D-l-Y kit could 
Snter^jr you, 

GladAl'i Product" k i t includes a fulU*p4£ 1 megabyte drive Ond all 
the e*lro RAM chips, you need, They doitrv thai oil you need to do rhe job 
ore wew driver*, a hottaow blade, 50 minutes, end 'skill* similar lo 
replacing a fuse 1 , 

UnfcirKjnotely the prke h £T8°,95 only slightly fc» thoo that of ihe 
official upgrade- 




Making magazines 

Even batore the re Least? of their 
PajremaJte/ program Advanced 
Memory Systems have Announ- 
ced a package which will go 
one suge further. 

Magazine Mdk&i is a com- 
bination at Patj&rnAktft wrth a 
video digmser which converts 
the signal from a video camera 
so thai the graphs image can 
appear on an Amsirad serpen 
In other words you can have 
pictures mc Euded in yotir pages 



and have fun editing them, add- 
ing moustaches, etc. 

Unfortunately (he relatively 
low resolution meant your pic- 
tures wont look loo pro- 
fessional when printed our. but 
it could be great fun for a simple 
newsletter, say. 

TTvfi package will cost 



• Crea*i«*9 tn ten? 
in Faoemalier 




jmW6??9: 
HiJKttWOWtST 
htiif fhi jklmh 



s[|T IkM* 
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_rom>t 
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S^JlDHY Jb 



Unleash 
loir 
Creativity 

H If II 1 tl I'd*! 

'jWRTf, it in: i .IT 
Si I' \ VFitfj !ir II 




Fixing Amstrads 



Dictaphone are beginning to 
enjoy their role of official 
Amstrad maintamers, If you use 
a PCW for wort, a maintenance 
contract could be vital, and 
Airtstrad won't give you one. 
Instead you'll have Eo pay Dic- 
taphone, who Gay they already 
have 4000 contracts, 

The cost is £36 for !he first 
year and £48 for subsequent 



years for the 8256 and £45 for 
the first year, £60 thereafter for 
the 8512. 

Dictaphone were apparent- 
ly worried about taking on the 
role at first, but axe now actively 
gunning for new contracts. Som- 
ething to do with the £150,000 
pJus in extra turnover, perhaps. 

You can ring them on 01- 
836 220S, 



Not Pascal and Cobol, but 
French, German and Spanish. 
Kosmos Software (Tel: 05255- 
3942) have transferred three 
educational lilies on to the 8256 
and 85 J 2: TAe French Mistress, 
77re German Master and The 
Spanish Tutor. They cost £19.99 
each, and it haa to be said that 
the CPC versions did not win 
rave reviews in this publication. 




'I'll 'is yo«" Joyfft"" Dirrophftrif*'* Bob Dur-con. 
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THE 

SBftNlSH 



The show that almost made it 



But didn't. Our report on whet wot missing when several hundred Arnstrad owners turned up at London's 
No vote) for | the latent exhibition organised by Database. 



This waa ihe show thai pronised 
much but didn't really deliver it. 
Take New Star, Before the show 
they issued a press release pro- 
mising a PCW lookalike costing 
'considerably less* &an the 
5000 units were available 
for immediate delivery. 

The new product fumed out 
ije a sheet of card that you cut 
up and stuck together to make a 
little cardboard model looking 
vaguely like a PCW, Very 
funny, boys. Would have been 
eve si belter if you r d had some 
exciting new goodies on your 
stand to interest (he people at- 
tracted by the gimmickry _ 

Another example was the 
new TV adaptor from 
DK'Troaics. surely the whack- 
iest plug-in on display. For 
£59 95 if 11 turn a CPU colour 
monitor into a JuM-function 
colour TV. But could you actu- 
ally buy one? You could not 
'They'll be available in a few 
weeks time,' we were told. 

More conventionally . 
Electric Studio's new PCW 
ligMpens were selling like hot 
cakes, well, warm cakes any- 
way. While they're certainly a 
good product,, the interest gen- 
erated possibly had more to do 
with the drabness of tit* FCW 
business software on display. 

Corns specialists Pace 
wen displaying familiar inter- 
laces and modems for Arnolds 
and Joyces alike, but most of the 



attention went to their new. 
Series Four. This upmarket 
modem range has just about 
everything you could ever want 
from a comms set-up; automatic 
baud- rate detection, 
autodial/answer with a 64-num- 
ber memory, Hayes compati- 
bility, the works. Pace call the 
Series Four 'the last word in 
injcxo^wmmujilcations 1 . Unfor- . 
tun ate ly they cost upwards of 
£300, For people on tighter bud- 
gets, the newly Amstrad- 
adopted Nightingale probably 
looked more realistic . 

Timafic Systems were 
also grabbing their fair share of 
attention with their range of 
hardware goodies. Their new 
CPC/PCW second disk drives 
lake cheap, freely available 
five-and^Kfuarfer inch disks 
rather than the Arnstrad stan- 
dard three- tnchora. Mot content 
with saving you money that way p 
the CPC drive crams 600K onto 
each disk. 

And if 3" drives are more 
your cup oj lea. Magnetic 
Memory Systems were flogg- 
ing their own Second Disc Dri ve 
(made by Hitachi) for just £ IS! 

For disk storage of a slight- 
ly different kind, Mirage had 
their new Imager on display, 
This slightly dubious gadget 
purports to store the entire 
contents of memory to disk in 
one go - giving you instant 
foolproof tape-to-disk transfer. 



]t also allo ws you to save a game 
halfway through,: even if the 
game itself doesn't have a 'save 
game 1 option. So why wouldn't 
they let us have a sample for 
review? 

Also of Interest to games 
players at the show was the new 
auto-fire joystick adaptor from 
Brittania, Normal auto-fire 
sticks can't cope with Arnold's 
joystick port, but this battery- 
powered adaptor seems to 
work fine - and with any stick 
you care Eo name. 

On the software side of 
things, game players weren't 
nearly so well catered for, As 
usual, the large games houses 
decided they didn't need to 
take stands at (he show. For at 
least one company, Otis could 
have been a bad move. Ocean's 
remarkable FCW version of Bat- 
man WOU-ld have caused an 
enormous stir and, Fd guess, 
notched up a great deal of ad- 
vance business. Just another 
missed opportunity, I suppose- 
Even with the enormous 
floor area and the absence of 
the big games houses, there 
were more than enough serious 
software stands to fill the place 
up. Encouragingly, there was a 
lot of activity at the cheaper end 
of the market 

Taxman had their new Fas- 
word 8000 Locoscript-EroJbstitute 
on display and on aaic, and 
formerly CPC-speciabwd 



Amor were selling the first 
copies of their Proapell PCW 
conversion- More conspicuous, 
however, were the gaps left 
where packages hadn't quite 
been tiriished in lime. 

Minerva announced their 
new First Database for the PCW, 
bu won't be? ready to start ship- 
ping for another month. This 
simple first-time user package 
looks very promising, but is 
currently the subject of a legal 
wrangle between Minerva and 
Gemini - so ils future isn't ent- 
irely certain. 

Mouse experts AMS 
couldn't quite get Fagemaker 
ready for the show, an^ Mirror- 
soft were still at an early stage 
with, the rival Fl&et Street Editor* 
In both cases, showgoers had to 
make do with demos of indiv- 
idual program modules. Also 
unfinished was Amor's PCW 
Pretext, a program which was 
much further from completion 
than rumours had suggested, 

FiriaQy anyone] who 'urr.ed 
up looking for ffiM-eorr.pa!Lbility 
will have been disappointed. 
Despite (or because of?) stories 
in Popular Computing Weekly 
saying that Arnstrad s new PC 
would be launched, it wasn't. 
And the long promised upgrade 
from Vortex claiming to bring 
D3M "compatibility to a CPC 
micro again didn't make it for 
the third show running . 
1087. perhaps. 




Aaggghl That Bored of the 
Kings Delta 4 lot have done it 
again, this lune with a wicked 
parody of guess -what 

Bimbo Faggins sets off on a 
quest (divided, as in SfterkKb 
and Sored, into three parts) that 
wilt lay the foundations for the 
act ion of Bored of the Rings. You 
can switch off the pretty pic- 
tures, do RAM SAVES, and even 
TALK TO other charaders - all 
done (miraculously) using the 



good old Quill - illustrator. 

Tho&e who like a good 
laugh will already have singled 
out Delta 4 and their publishers 
CRL as a much-needed bit of 
light relief from sersous trolJ- 
bashing. The Prtg wilt be taking 
us all for a walk up the Molehills 
of Berkwood and into the Necro- 
mancers Mental Hospital as soon 
as An Amsirad version falta into 
his sweaty little palms. 



I Shuper game from 
Arrigata 

Fresh from their tasteful reactor 
simulation Meltdown, Sheffield 
software house Alligata are 
about to release a compendium 
Of pub games called, surpris- 
ingly enough. Pub Gam&s. It 
features all the games you're 
aver Likely to see down your 
local: bar billiards, dominoes, 
darts, table football poker, pon- 
toon and bar ski tiles. 

Alligata s press release 
suggests that reviewers should 
consume large amounts of al- 
* oohol while testing the 
t program. Clearly an attempt to 
N ensure that any faults are acci- 
| dentally slurred over! 
* The compendium is for the 
J CPC micros and costs £9.95 on 
fl cassette, £14.95 on disc. 
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The other show 

" Y*» though the 1^4 




OTHER NEW PRODUCTS 

* Foe the 6126, a mouse fiom 
Kemps ton |,Tel: 0234-337S44V ai 
£69,99. It'll be compatible with 
MirroTgoft's Fleet SUwi Editor* 

► From Melbourne House a ma- 
chine code monitor for the CPC 
464/664/6128 called Brea/rpo/rrf. 
£14.95 on cassofie. Claimed <o 
be 'the mosi flexible and 
powerful system for testing and 
debugging machine code 
programs on the Amsnmd 
computet*/ 

► Money Mjuwgr&jt. from Ad- 
vance Soft-ware Promotion* (Tel; 
0279-736685} 'An extremely 
powerful, and flexible small 
business and personal account- 
ing package.' For PCWs and 
CPCs, £29 95 on disc. 

► Oxford Pascal for the 6128 
and PCWs, Runs under CP/M 
and claims to be the fully ex 
lunded implementation of 
Pascal', £24,93 on disc 

► Superaofr? database instant 
Jfocafr 'Easy lo use 1 , it says 
here. £17.95 on cass or £24 95 
on disc. 



Antl-diec-chaos-widget launched 

A KNle Vti'mg cabinet which hold ten 3 ,p dfea are being distributed by 
Micro Intcrfaca (Tel 01 -340 0310). 

When you open the draw a l*vel mechanfim faw out the d3*a< Better! 
we suppose, than having them Famed out all over the desk as is our wont 



French soccer 

Platuii may not have been able 
to take France through to the 
final of ehe World Cup, but 
French software house Lonciol 
are hoping to have found a win- 





ner with their latest program 
Soccer 86, being distributed 
over here by Activtsion, 

3 1 features arcade action on 
a scrolling pitch, plus the facility 



to organise your own team. 
Let' s hope its belter than World 
Cup Carnival - review next 
time, 




Profiting from PCWs 

Gem Distribution are the latest 
company hoping to earn a 
penny or two out of the seem- 
ingly insatiable hunger of FCW 
owners for accounting 
packages, 

Gem have got the disuv 
bution rights for Compact Ac- 
counts* a range of software 
available in separate modules 
or as a complete package cost- 
ing £200. 

For more information ring 
0279-444615. 

MotterfH* III arrive)* 

Camp bo 15 Syitsrot hov* repeated 
a rflw variion of Their popular 
do tab cue MttoHrftk. New Fea- 
ture! indude f!#W*te*fl«U cokul* 
at! on capability, enhanced art- 
tomlilng ond the abltS*y to up- 
dote direcMy from reports 

ArtOmSf Important Improve* 
merit dalrned It In tpesd - flit 
Sova/LMd opertfttatvt or* sold 
to be three time* f o* ttf* 

Mmttrftk HI fi aimed at 
CPC 6128 owner* and ccwti 
£39,95 on dfoc. 



r ■ •* -rtrbuit A 
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THIS PACKAGE CON TASKS; ONE 

ONE PAfR 
WO 3 SUSPENDED POO SPEAKERS 
DM nmOHSTKfi UOH CASSFTTE 



Powerful stereo amplifier which utilises the 
A rnstr ads full sound capabilities. 

Compatable with the 464 T 664 and 6128 
computers. 

Very easy to use. Demonstration software 
included. 

Enhances most existing software in 
wonderful stereo. 

No external power supply needed. 

Works with ALL add on's. 

Complete with two high qunlity 30 waH 
double cone air suspension speakers in pod 
mounts, for group listening and a pair of 
lightweight headphones for personal 
listening. 



• Range of music tapes which complement the 
Maestro perfectly. 

Can be used with your own Hi-Fi speakers. 
A must for all music lovers 
Designed by experts. 



A " i fii i iff I rip i ir r Pi il rt pl I 



VANGUARD LEISURE LTD. 

CHURCH HOW CM AMHI HS. T HANKLANDS, 




ONLY 

£39.95 







VANGUARD LEISURE LTD. 

CHURCH ROW CHAMBERS, FRANK LAN OS. 
ONG TON, PRESTON PR 4 fjPD 
elephone (0772) 61 7665 



PART 2 







If you reod the first part of this series, in the July issue, 
you should be familiar with the concept of an operat- 
ing system, of files and file names, and haw to list a 
directory using the DIR command. If you are not then 
you'd better go back and read it now! In this, the 
second part, we will look more closely at file types 
and the DIR command, and introduce some further 
ideas. 

So, r*t3\isght down to work, turn your Arnold or FCW on and 
load up CP/M as described in Part One. On the A-prompt (the 
A> symbol) type DIR and hit Return, Once again you will be 
presented with the directory listing, but lat a look at it more 
closely. 

Notice that most of the files listed end with the extension 
(another name for file type) .COM. This indicates that the files 
concerned are program files, summoned by issuing the 
CQMrnand that is the first part of the filename. For example, if 
you have a CPC machine and are running CP/M PLUS f try 
entering DATE at the prompt. A date and time will be 
displayed on the screen, followed by the good old A-prompt. 
What you have done is run the program file called DATE.COM. 
The time and date are probably totally wrong, but don't worry 
about that at this stage, 

If you have a PCW you probably won't have the file 
DATE.COM on your directory. However you will have 
BASIC, COM, so try typing BASIC instead. A message will come 
up showing you are in Mallard Basic, followed by the Basic 
prompt Ok\ You could now start writing Basic programs if you 
felt like it, as what you have done is run the program 
BASIC. CO?/:, which is the programming language Mallard 
Basic, Instead enter System which takes you out of Basic and 
back into CP/M FLUB. 

Finally to those of you with CP/M 3,2, who might be feeling 
left out in the cold by now as neither of the above files are on 
your system disc - try entering LOGO 2 This will load up the 
Logo programming language, stored in the file labelled 
L0G02.COM, and you will be presented with the Logo prompt 
?\ To exit back io CP/M 2.2, simply type bye and the A-prompl 
reappears, 

COM files are ptobably die most important that you will 
find on commercial software discs, but (here are other ale types 
Lhac are generally reserved for particular types of files, and 



best avoided when naming your own efforts. These are listed in 
a panel on these pages t together with other types that are in 
common usage. Another file type that might be important is 
MAS, used for Basic programs. Programs written under Basic 
are saved with this extension, but these do not operate in the 
same way as COM files - they cannot be run by simply typing 
the first part of the program name. Instead you must load Basic 
and summon the program from Bhere. 



MORE ON DIRECTORIES! 



The basic directory listing, obtained using the straight DIR 
command, is of limited use. It tells you what files are on the di3c 
in question, but it does not tell you anything about them. In 
particular it does not tall you how long they are, or how much 
room you have left on the disc - both important information for 
housekeeping. 

As usual, CP/M PLUS and 2.2 handle this in very different 
ways If you are using CP/M PLUS you will notice a file listed on 
the directory called DIB, COM, As you know this is a program 
file, summoned by the command DIR. It contains extensions to 
the basic DIE command, which are listed in the panel on these 
pages P and increase the power of DIRectory listing, Try enter- 
ing this Ether the A-prompt: 



A>dtr E filial 
Scanting Directory-. 
Sorting Li rectify. 
BJriOtflry For PrLv« A 



Eht*r G 



A. 


BASIC 


cair 


zaiL i 


DLK 


...M 


15k : 




cox 


7 k 


fi 


BP 


cox 


10 k - 




coir 


4k 




ems 


4 I f. 


A 




v? 




LA1GVA0H 




Ik 


FALE775 


ccm 


Ife 


A 


PAPBIr 


COM 




f:p 


Wtf 


9k 


FRDFJln 


E-S'- 


Ik 


A 




mm 


a* j 


RP5.D 


SAS 


i 


FPU" 


oUB 


Ik 


A; 




COX 


nit i 


S&T3434Q 


CQK 


lit l 


SE7DEF 


COM 


4k 


A 




COX 


2k - 




COX 


2* ; 


SST5IO 


COM 


3k 


A • 


SKOV 


COM 


*Ef : 


SUBMIT 


; . f 


W 1 


TYPE 


COX 


3k 



Tot*t By-;** ■ 
rot*: ik Bi&ck» *• 



l* Ok Tfl*el ftrtttrd* - 13*5 File* FCwrtd 



*4 



Now you can see how long those fites are in kilobytes. At th€i 
bottom left of the screen you can also see that they take a total of 
17QK of the disc space. Amsirad discs can hold upto 178K of 
data« so simple arithmetic tells you that you have approximately 
8K of empty disc capacity left. 

If you want to know all the facts about the files on a disc, try 
the following command after the A-prompt: 



A>4(r I r^lll 
-&T41thXflJf Director* - i 
Sortt t( ftiroctery-. - 
3ir#e:Ofy Fc-r Iri^e A; 







h - - 




Attribute* 












BASCC 


COM 


,~nk 




CAr JtV 


PiF 


.'.'J1 






rv. i 


MV 


t5Ew:k:t 


COM 


rk 


n$ 


r.iv (fw 


tr 


cnx 


] Dk 




&lr 




UPAflfl 


COM 




29 


-ir W 


ri ICVH3 


EMS 


40k 


22 0 


Dlr- 




KITS 


vr 


it 


7 


sir KW - 






lit 


i 


&ir 




PAl.iTTP 


COM 


lk 


& 




PAFEH 


OCX 


5k 




Pir 


RV 


Pt? 


■:ob 


9 k 


*R 


::ir Ptf 


PFOFILS 


T-SO 


1 1 




filr 




I * K - V7 


• " ~ H 


ii 


23 


Lir Ptf 


inm 


UAS 


7k 




Dir 






£ : JB 


lk 




r-j i 


: PT 


COM 


13k 


fll 


uir 


RV 




■ -X 


] c 


3 






cox 


4k 


33 


Plr 




JWTMffTS 


am 


Zk 


19 


Pir M 


SCTL5T 


cox 


3* 




Uir 








ik 


16 


Dir PV 


WW 


cox 


9 k 


*a 




*V 




COX 


«k 


*2 


Dfr W 


f¥Pl 


COX 


3* 




Dlr 




r&t-* 1 by \ en 




WOK 


tot*: Jtocard* * iVft Fllte Foua* * 
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r*i*i ik 
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kA - 


1*0 
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i"7 /" 


«4 
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As you can uee in addition la the size in kilobytes a number of 
other parameters are listed as well. Next comes Records", 
which is a more accurate measure of file size. One Record is 128 
bytes of data. If you look at the above directory listing you will 
see six files listed as IK long, but containing anything from one 
to eight IZB-byte records. The total number of records on the 
disc recorded as 1305. which seems to indicate that only 163K 
of the available space is occupied, and not the 170K listed. 
Unfortunately CP/M takes the latter figure and not the former, so 
the extra 7K is effectively unavailable. 

The last two parameters are under the heading of 
AttributeB Files can either be 'Directory or 'System', which 
are hidden from DlRectory listings. Files can also be 
'Read/Write' , which means they can be changed or deleted by 
the user as well as read, or 'Read Only 1 files , that you can run or 
look at but cannot change or delete. Setting files to s RO" is a 
useful way of preventing unfortunate accidents - fear not, we 
wiU be covering attributes later. 



BACK TO CP/M 

Unfortunately none of these work with CP/M 2,2. Instead you 
have to use a new command, STAT r which gives you control 
over the STATus of your system. This program is contained in 
the file STAT.COM which you can see on the directory listing, 
and is a powerful command in its own right which we will 
examine more fully next month; but for now let's use STAT to 
examine the contents of the disc. First of ail T try entering STAT 
by itself: 

A; R/H t Sf>4t-e; 7k 

This does at leas? tell you how much space you have left on the 
disc, but does not give a complete file list, STAT operates in 
much the same way as DIR. using wildcards as was described in 
Part One of this series. So to get a full file listing, try entering 
STAT *,* after the A-prompt 
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E*t 
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:HM±5D05. COM 


ie 


Zk 


1 


R/a 


fluBOOTGEN.COl-* 


is 


2k 


J 




AiCl-ORD.COM 


14 


2k 


I 


R/W 


PiCSAVE. COM 


13 


5k 


] 


fi/w 


A:0ST. COh 


li3 




2 


R/W 




40 


ft* 


I 




As0ISCIclT2.COM 


2 


Ik 


1 


R/W 


ftiDPL KEVS.COW 


4 


Ik 


1 


R/W 


AjDyWP.COTl 


52 


7k 


1 


R/W 


A:E£.CDTI 


ZZ 


3k 


1 


R/W 


AsFILECDPV.COn 


1 


Ik 


1 


R/W 


fi=FWRF5FT.COtt 


14 


2k 


J 


R/W 


As LORD. COM 






2 


R/W 


A; L0GQ2.COM 


1 


Ik 


1 


R/W 


A: LC£or- , sue 


76 


Ifflk 


1 


R/W 


AsMOVCPM.COM 


53 


Bk 


1 


R/W 


fliFIP.CDtt 


B9 


12k 


1 


R/W 


AiRITMLMO.BIN 




Z&k 




R/M 


A ? ROI N'T IME t PEMI 


61 




1 


R/M 


AsSETtJP.COM 


41 


6k 


1 


R/M 


AiSTRT.COM 


Ml 


3k 


a 


R/W 


AsSUBWIT.COM 


12 


2k 


i 




AS5V56EN.COM 




Ik 


i 


R/W 






RwnAimnq On As 


7k 



Ailhough organised differently, this gives much the same 
information as the CP/M PLUS command DIR [FULL]. The 
STATus command has many uses, and will be covered more 
fully m next tr.or.th's episode of this Series. See you then, ■ 



DIRECTORY OPTIONS 

CP/M 2,2 users are stuck with 
the simple command DIR, but 
CP/M 3J, otherwise knowr; aa 
CP/M PLUS, allows several op- 
tions thai extend the power of 
DIR, With the exception of DIRS, 
which is -A command in its own 
right the** ate enclosed by 
square brackets alter a space - 
for example DTX [FULL]. In prac- 
tice you need only type the first 
square bracket and the first two 
letters of ihe extension, so DIR 
[FU would have the sarr. e effect 

DIRS This is the Riptide of the 
conventional DIR command, dis- 
playing only the SYStem files 
that Are hidden from DIR. 
[TuXL] Shows the full details of 
the directory, including size in 
kilobytes and all attributes. The 
list is aomd by filename and 
type. 

(SIZE) Displays the files with 

their sis* in kilobytes, 

[DATS] Displays the date and 

ante stamp* of the files. 

[ATTJ Displays the attributes of 

the files, such as R/O for Read 

Only files* RfVt for files thai can 

be written to as well, and SYS t£ 

this option is used . 

[DRIVE * ALL] Displays the 

files on all the disc drives in use. 

FILE TYPES 

These are the most common file- 
types or 'extensions' that you 
are likely to find on a program 
disc, and are generally best 
avoided in your file names: 

COM A Command file, in- 
dicating an executable 
program* 

■AS A Basic program, If you 
save a program written from 
Basic it will automatically be 
saved with the BAS extension, 
unless you specify otherwise. 
BIN A Binary file. Programs , 
written in machine code wiU 
usually be saved with this 
extension, 

BAH A Backup file. When you 
save a text file from Wordstar, 
or some other word processors, 
the prerfouety saved file » 
given this extension. S you need 
to «lit the Backup file it haa to 
be remwaed as mom word pro- 
cessors won 1 edit files with this 
extension, 

OVJt An Overlay file. These are 
special program files which act 



[DRIVE - Al Displays tfee fil^s 
on the disc in drive A, 
[DRIVE = 8] would display those 

oa drive 

[EXCLUDE] Excludes files with 
the specification following the 
command from die directory 
listing, so DIR [EX] *,COM 
would show all except the Com- 
mand files, 

[WO SORT] Displays the file 
names in the order that they are 
found on the disc, rather than 
sorted by file name and type. 
This option requires at teas* the 
first three letters [NOS to ran 
properly, 

[RO) Only shows files with the 
RfO attribute. " 
ptWJ Only show* RfW files. 
ISYS] Only show* SYS filet - 
rather like DIRS 

f USEE = ]] Only shows fHfes for 
User One (or whatever number 
is used), 

]TJSER=ALLJ Displays all flies, 
regardless of user. 

With the exception of DIRS, alt 
the options toted above are 
'transient 1 , and require ihe pre- 
sence of the file DZH COM on the 
logged drive. This file is on 
your CP/M PLUS system disc, 
side one. 



as extensions to the main 
program. An Overlay is called 
into memory by the main 
program when it is needed. 
SUB A Submit file. We will be 
looking at how you create these 
later on in this series. 
$$$ A Temporary file. These are 
sometimes created by 
programs for their own 
purposes, 

There are other file types which 
have become accepted for cer- 
tain types of file Whether you 
use them or not it up to you. but 
it is generally a good idea if 
your discs are likely to be used 
by anyone else: 

DAT A Data file, for data that 
might be needed by a pr ogram, 
DOC A Document file. Usually a 
text fil* containing information 
about a program on the disc, or 
just some erudite prow. 
TXT A Text file, Usually created 
by a word processor : and much 
the same as a DOC file. 





Absolute 
Beginners 

Loops and variables and lots of pictures feature 
in Andrew Wilton's continuing series 



The story so far: a program is a series of commands and 
compound commands, each with its own number at the start. 
The commands are called lines* and the numbers are their line 
numbers. The lines are stored away as they axe typed in. 
Arnold doesn't obey the commands until you tell him to* using 
the command RUN. 

On receiving the RUN command, Arnold runs through the 
linos 31 numerical order, starting with the lowest line number 
and working through to the highest. When he's finished the last 
command in the highest-numbered line* he puts up the message 
Heady 1 and waits for your next instruction. Now read on... 

Before we start on the serious business of program editing 
and variables, here's a little program for you to type in and run: 

10 TORc - 1TO 100 

20 PRINT "This in juat one of a hundred identical 

message*" 

30 NEXT c 

It isn't very useful, but it does illustrate an important idea. If you 
had to rype in a hundred lines all reading ' PRINT... 1 you'd wear 
your fingers out and probably go bonkers in the bargain. Using 
the commands FOR and NEXT, however, you need only have 
one copy of the instruction. Arnold can then perform the task 
over and over again - a process called looping. Via not going to 
tell you how to use FOR and NEXT jusi yeL If you really want to 
learn a new command right this minute, you can try the 
command NEW. This wipes out the current program, so that 
you can start from scratch. Use it now- and you'll have a nice 
blank Arnold ready for the next bit. 



EDITING A PROGRAM 

Take a look at this program; 

IOCLS:MOV£300JJt0 
Zti DRAW 340,180,1 
30 DRAW 340,220, 1 
40 DRAW 300,220,1 
SO DRAW 300,100,1 



You may be able to work out what it does just from the listing, If 
you can't, type it in and RUN it to find out. 

Done that? Now, you should have a small square drawn in 
the middle of the screen, and the 'Ready' message up in the 
corner to let you know Arnold's finished running the program. 
Line 10 clears the screen and MOVEs the graphics pert into 
position, and the other lines each draw one of the sides of the 
square. 

If you wanted r you could add lines to the program simply 
by typing them in. As we saw last time, the line number of your 



new line determines where it goes m the program. A new line 
with ihe number 35. for example, will go in between line 30 and 
line 40. What we didn't cover was how you could alter, replace 
or get rid of program lines, 

Let's start by learning how to replace program lines. 
Suppose you want our program to draw a house-shape rather 
than a square, To do this, we have to get rid of the command 
which DRAWs the top line of ihe square, In its place we'll need 
two commands, one for each slope of the rooi . 

The line we're interested in is line 40. This moves the 
graphics pen from the top right to Ihe top lefl corner, drawing a 
line as it does so. Now. if we can replace this with a new roof- 
drawing line, we'll be in business. Type... 

40 DRAW 32D,240 h lTDRAW 300,220,1 

...and you'll find the program now draws a house when you 
RUN it. Type LIST to take another look at the program, and 
you'll see what's happened. 

Whenever you type in a program line Arnold checks to see 
if chore's an existing line with the same number. If there is, he 
replaces the old line with the new one. Thus, the new roof- 
drawing line 40 takes the place of the original 'DRAW 300,220 J 1 
line 40. 

If you only want lo make a small change to a line, you can 
use the EDIT command. Suppose you want to DRAW the Ural 
line in a different colour, for example. To do this, you just need 
to change the last DRA W operand - the number 1 - in line 20. h 
would be a lot of effort to retype the line just for this* but 
fortunately you don't have to* Type... 

EDIT 20 

,,and Arnold will put line 30 up on the screen , complete with a 
cursor to edit it with. 

You can alter the line in the usual way using left and right 
arrow keys to move the cursor, <del> to get rid of unwanted 
letters, and simply typing leners or numbers you want to insert. 
In this case you move the cursor to the end of the line* erase the 
final *V with the <del> key and then type a 2" lo replace it. 
When you've finished editing the line, just hit <return> Cot 

BCLtCt !>n The aider machines) and Ari7o.=d wl"1 3tOM .: away ::: 

place of the old , un-edited version, 

Finally, you can wipe out unwanted lines altogether. If you 
type a number OH its own and then his -..reiurn Arnold takes 
this as meaning Find the line with this number, and throw it 
away 1 . You can get rid of the house's left-hand side in this way. 
The line that draws that section is line 50, so delete it by typing 
the number 50 and hitting < return >. Try LIST in g and RUN rung 
the program^ just to check it's worked okay. You can also try 
deleting a line that the program doesn't actually have - line 60, 
for example. 
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As an exercise, get the program back to its original state 
using these editing techniques. Once you've done that, and RUN 
it to make sure it draws a square again, you can move on to the 
next section. 



THE WONDER OF VARIABLES 

Okay, so you've got a program which draws a square in (he 
middle of the screen Now suppose you want to draw that same 
square somewhere else on the screen -at the left-hand side! for 
example. The question is, how are we going to modify the 
program to do this? 

The obvious way is just to use EDIT on each of the 
program's lines in turn, modifying all the distance from the left- 
hand side of the screen 1 coordinates - the first operands of 
MOVE and DRAW, in other words. This is going to take you 
quite a while, and it s pretty boring stuff. If you feel you need 
the editing practice r go ahead - but there's a much better way, 

With our program as it stands, we have to alter every line 
of it just to change where it draws the square. Later on we're 
going to want to change the square's position over and over 
again, so we L H need to do someshng to make life easier, Alter 
the program using EDIT so that it looks like this: 

10 CL3:MOVT a t lS0 
20 DRAW h f m,l 
30 DRAW b T 22(U 
40 DRAW M2<U 
50DRAW*4S<M 



.and then add a new line 5, which should read. 



When youVe done all that, RUN the program. You should get a 
square drawn in the middle of the screen, just like before. So 
why go to all that effort editing the program? To find out, type in 
this replacement line 5... 



...and RUN the program again. You should now have a square 
drawn on the left-hand side of the screen - and you only had to 
change one line to get it there. Change line 5 to,,. 



...and the program draws the square over on the right. Again. 
you only have to change one line. As you can see. that editing 
you did has made things a lot easier. Now, how does the 
modified program work? In particular, what does line 5 do, and 
how can changing it alter the whole of the rest of the program? 

Let's look at the first version of line 5- a- 300:b - 340', The 
colon tells us that we're looking at two separate commands. The 
first is 'a-300\ and the second is N b-340'. The command 
'a - 300* tells Arnold that from now on whenever you use the 
letter a 1 by itself, you mean the number 300, 

This means that the command MOVE a. 180,1' means the 
same thing to Arnold as 'MOVE 30aiBO p r. Likewise r 'DRAW 
b + 22ar has the same effect as 'DRAW 34fU£2CU fc . because 
h 340" tells Arnold that you're using b b* to mean the number 
340. 

Of course DRAW hMOX only means 'DRAW 340.220, V 
because line 5 says b^340\ As we've already seen, if you 
change line 5 ra read '5 a ^ Orb ^ 40' then Arnold will treat 
DRAW b r 220.1' as bemg equal to 'DRAW 40,220. V. In other 
words, you can change the meaning of all the commands which 
use 'a' or 'b as operands, simply by altering line 5. 

This saves a lot al effort, but it s not the end of the story. 
Make sure line 5 is the original S a - 300*^340* and then type 
in a new line 45 to read... 




Now run the program and see what happens. You should find 
that the left-hand side of the square doesn't jom up. but goes off 
at art angle instead. This Jefi-hand side is drawn by line 50. List 
the program, and you'll see that line SO reads *S0 DRAW 
a.lSO.r. If you run the program without line 45, Arnold reads 
this as '50 DRAW 300 J SOT because of the *a -300* in line 5, 
With line 45 in the program, however, this changes. 

Line 45 tells Arnold that from now on 'a 1 means the number 
260, The next time he comes across V, he treats it as the 
number 260. Thus, he reads line 50 as if it actually said "50 
DRAW 260. 180, 1 \ You could do the same for V inbetween lines 
20 and 30. if you liked. 

As you can see, a" and "b" can change in value during the 
course of the program. Because of this, we call them variables. 
Commands which change the values of variables, like the ones 
in lines 5 and 45, are called assignments - because they assign 
new values to the variables. 

On their own, variables aren't very powerful. The most 
important thing about them is the way they can make the same 
command mean different things. If you've got the command 
'DRAW a,b + c p this obviously draws a line; but where to, and 
what colour? It all depends on the values of the variables a, b 
and c. By changing the values of the variables, you can make the 
command draw a line wherever you want, in whatever colour 
you want - without having to rewrite the line itself. But what 
good is all this? Well remember the silly little program right at 
The start, that printed the same message a hundred times? The 
program only had one PRINT command, but the FOR and NEXT 
commands told Arnold to perform the PRINT a hundred times. 

The "hundred messages 1 program wasn't very exciting, 
because it did the same thing over and over again* If we used 
FOR and NEXT in the same way with our square-drawing 
program, we'd just keep drawing the same square in the same 
place over and over again - and that would be very boring 
indeed. With variables, however, we*ve seen that you can make 
the same command do different things, Instead of drawing the 
square in the same place over and over, you could move it a 
little bit each time. Alter your program to read thus..* 



5 FOR at - ■ 0 TO 593 
£0 CLSrMOVE a, ISO 
20 DRAW a + 40,180)1 
30 DRAW a - 40.Z20, 1 
40 DRAW 11,220,1 
50DRAWii t lB0 t l 
60 NEXT 



...and RUN it* We'll go through how it works next time, when we 
round off loops and variables. For now, let's have a quick 
summary of variables. ■ 



45*^260 



VARIABLES 

Anywhere you can use a num- 
ber as an operand - the '3" in 
MODE 2\ for example - you 
can use a variable instead. 

A variable is a letter or 
word which represents a num- 
ber. You set the value of a vari- 
able - the number which it re- 
presents, in other words - with 
an assignment command. For 
example, a -2' assign? the 
value 2 to the variable a\ From 
then on, you can use the letter 
'a" to mean the number 2. Thus 
a- 2;MODE a" lells Arnold to 
change eo mode 2, 

You can change the mean- 
ing of a command by altering 



the value of a variable. If you 
type a = t:MODE a;a«£;MODE 
a*, those two "MODE a' com- 
mands do different things. The 
iun: means 'MODE 1" because 
*a* has a value of 1. and the 
second means 'MODE 2' 
because fc a ' now has a value of 2, 
Using loops, you can per- 
form the same command 
several times. Using loops and 
variables together you can 
make the same command do 
several different things, one 
after the other. For details on 
how io do this, you'll have to 
read ne*t month's Absolute 
B&gwners. 



A.^yuy>»su M i.*i AMSTRAD ACTION AUGUST 1986 22 



GAMBLING 

ON 

AMSTRADSVi 



m m 



Caxton Software had to slash (heir prices to enter the 
Amstrdd CP/M software market, but I he tisk paid off 
with a string of favourable reviews and high sales. 
PETER TURPI N visited their underground HQ. 



It used to be thai when you heard the word 'Carton* you 
immediately thought - if you thought of anything at all - of 
massive Bibles created on the presses of England's first and si ill 
most famous printer. Now. as befits these days of VDUs and 
interfaces, it has another connotation, some of the best and moat 
competitively priced CP/M software to be found for the 
Amstrad computers - the database Gaidhox. the bigger data- 
base Condor 1, the powerful spreadsheet Scratchpad Plus and 
the 'ideas processor' Brainstorm. 

Caxton's one of those companies who $eem to have been 
just playing it cool until the right computer came along to 
stimulate them. That machine, of course, was the PCW 8256 - 
although it's only been around since August of 1SB5, over 60% 
of Caxton's business is now in PCW software. And they weren't 
doing too badly before. 

They've done it. of course, by pricing their products 
sensibly. Unlike many other software houses with well-knovrr. 
CP/M programs. Caxton nevr made the mistake of thinking that 
they could charge the prices that the corporate buyer with a 
tower-block of IBM PCs cotOd pay. They realised that what 
you're prepared to pay for the software bears a pretty close 
relation to what you were prepared to pay for the computer in 
the first place. You're unlikely to ever to see a Caxsor. program 
costing more than £100, 

As if reflecting their bargain-basement prices Caxton 
Software are to be found in - a basement. No ordinary 
basement, mind you. No r this, one is in the heart of London's 
fashionable Covent Garden and supports, on the buildings 
other floors, the large ofices of Digitus, a computer company 
with close links to Caxton, 

Running the show down below is Caxton's managing 
director Bob Huckle, lately ennobled from the position of sales 
director. He it was who explained to your correspondent the 
history of the company . 

Caarton was established back in 1980 by Bill Barrow and 
David Tebbut. The two wanted to run a software house in the 
same manner as a book publishing venture: finding talented 
authors, 'printing 1 and marketing their work. 

The first product they found was C&rdbox, written by one 
Martin KuehanaWL David Tebbut tells an amusing tale of his first 
sight of the program: after he and Bill Barrow had nodded 
sagely throughout the author's presentation he turned to his 
colleague and said 'Do you Enow what all that was about?* to 



which Bill Barrow replied 'No, I was rather hoping you did/ 
They obviously found out pretty quickly, because Cardbox 




soon became Caxton's major product . In those days it was for 
machines that have now been almost forgotten - the Superbrain* 
the North Star, the Osborne L But Cardbox has been given a 
new lease of life by Amstrad and it's still selling well. 

CP/M as an operating system seemed to be doomed when, 
in 1982. PC DOS hit Britain, In those days a 'cheap' computer 
meant something around the £1800 mark- the only machines that 
could run serious software were in offices. Caxton went with the 
market and their next few programs appeared on that system. 
One of them - Brainstorm - was a real original (see Jbox)* Things 
progressed as normal for a medium-sized software house until 
the arrival, in summer of 1965. of... the PCW 8256! 

And that was when Caxton made a name for themselves, As 
Bob Huckle explains: "We knew something was going on in the 
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slimmer of 1989. And we can move very quickly;' Move quickly 
they did. 'We were inundated with requests in the first week of 
October, Within another week our products were out For the 
FCW 

A3 befits someone who's seen hig business increase drama- 
tically because of it, Bob Huckle has some nice things to say 
about the PCW: "I think it's a marvellous machine. What you get 
for the price you pay is terrific. We've been using them 
ourselves since last October* 1 




As fax as software is concerned Bob Huckle will tell you that 
'pricing is one of the most difficult decisions to make 1 Just think 
about it for a moment: it takes a cert am amount of courage to 
reduce the price of a program, as Caxton did with all of theirs, 
from around £200-300 to just £49.99 or £99.98. It had to be a 
gamble p but for Caxton - and the Amstrad user - it paid off 
handsomely. 

If you've written an ace program for the serious user. 
Caxton wilicertainly give it the once over. But these days they 



Spreadsheets, word processors, 
databases - you know oil aboul 
thai lot. Bgt Tdeas processor*'? 
Not tEH Co # ton brought out Brain- 
storm on the Amstrod did you 
hove a due ^hot one of those 
wdi. 

Brainstorm was the brain- 
child of Dovfd Tebbiit, one of 
Coxron'i rounders. Not surpris- 
ingly, he's o great enthusiast for 
rhe progmm; 'I g*e it day in day 
out. It's a great way of sub- 
contracting, your thinking." He 
tikes to describe Ft os o way of 
'fiMzirvg my ideas at the end of 
r+*e thinking period. 1 

It's one of those original 
id#ai which almost - but not 
quite — came to light on the back 
o* a packet of fags. In fact, it 
grew out of David Tebbut't 



experience o% a project manager 
for ICL woy back in Ihe 1970s. 
Using the technique of 4 mlnd. 
mapping 1 - drawing ideas in 
chart form — Tebbut found ht was 
running out of wall space tor the 
ramifications . of his thinking r 
Hence Brainstorm, with more 
room for duplication, connection 
and movement. 

Once Tebbut had thought it 
th rough, the program was refined 
by his colleague Mike Uordel. It 
appeared First on PC DOS but 
wa5 vpry quickly -converted for 
the PCW. As David Tebbut says: 
l The Amstrad had been marvel- 
lous for Brainstorm.' 

Brainstorm seems to have 
been good For lots of other 
people as well - the list of 
corporate customers is Impress- 



do little programming themselves. Nearly all their programs 
are Stateside products which they licence in the UK. But they do 
produce the manuals themselves Not only that, but they copy 
and pack all Caxlon programs in that basemen', in Covent 
Garden - with a workforce of only eight 

Like everybody else in the Amstrad CF/M market Caxton 
are thinking hard about ths imminent arrival of Amstrad"? IBM 
PC-compatible , It's a critical time for the software market*, says 
Bob Huckls, 'because Amstrad and the mainstream are two 





completely different markets. But if the price is right... we think 
we're better positioned than any of the big boys to take 
advantage.' 

Otherwise, Bob Huckle has some interesting, if cryptic r 
prophecies for Caxton; 'We have some very exciting plans for 
the next six months with regard to the way in which we are 
selling our software. The way in which we are perceived by the 
outside world may change/ Make of that what you will, but it 
certainly suggests to me that Caxton will be around for a long 
time to come. 




i*dy long, from ih<? Cobinet Off- 
ice ro the DHSS. So r #hether 
you're on the front bench or on 
ihe dole, Brainstorm could be 
influencing your life. 
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A A offices 2am, Andrew Wilton completes on ex- 
hausting look at a massive program, now released an 
the PCW at one third its norma] price. This review was 
Fuelled by seven mugs of strong black coffee. 

Last issue we reviewed Condor I, the imported database 
management system from Caxton This month it s the turn of 
AshtonTate's dBASE B f now available in a cut-price version 
from First Software 

It would be fair to say that dBASE S is a classic. It is to 
database management what Wordstar is to word-processing. 
That's not to say that it*s the best of it's kind by any means; but it 
is certainly the beat known. It's been available on the PCW for 
some time, but the £39S price tag made it only slightly cheaper 
than the hardware needed to run it 

Clearly the price needed lo come down, and that's just 
what's happened. In a bid for the mass market, Aahion-Tate 
have licensed this £119.95 version from First. Thai still leaves it 
costing £20 more than Condor 1 - so is it worth the extra? 

For your money you get a smart ting binder containing the 
loose-leaf manual, the program disk and a £5 ofF voucher for 
the book "dBASE H Tricks and Tips'. If you find the presence of 
this lasE item ominous, your mind obviously works the same way 
mine does. 

The loading instructions are She only A ms trad- specific 
information m the whole package. As usual, the start -up process 
involves transferring program files to the M: drive. Unfortu- 
nately there is no SUB file lo do this tor you, so you'll have lo 
either write your own or do ihe transfer by hand every dme, 

Once you ve pipped the files across, you run the main 
program DBASE.COM. After a date prompt and a lengthy 
copyright message , you're offered a command prompt. This 
takes the form of a dot, a-ri gives no indication of the logged 
drive. Above it is a message advising you to type 'DO MENU* 
unless you arc a programmer Ai :h:r> stage you're definitely H0I 
a programmer so the chances are you're going to do just that. 

TYPIS OF FILE 

MENU is intended as a sort of 'dBASE □ without tears'. It allows 
you to create and manipulate files by choosing options from 
different menus. It has comprehensive onscreen help through- 
cut, and is really very easy to use. 

The first thing MENU does is to request your initials. Using 
these it can tell if you've already created files in a previous 
session t and respond accordingly. If you haven't you'll get a lot 
more explanation than normal, and fewer options To start with 
there are only three options, in fact - to create a file, call up 
onscreen help or quit. If you choose the Ils creation option 
you 11 have to give the new file a name and define its record 
structure. 

For each field on the file's record card you have to provide 
a name, specify its size and the type of data it is to contain. This 
must be either Numeric, Character or Logical r 'Numeric' 
speaks for itself, "Character' here just means alphanumeric bul 
'Logical' needs some explanation. A logical is the answer to a 
true /false question. It is always one character in length, and 
must contain one of the oharaters 1 Y 1 (yes) /N (noJ p T '(true) « 
'F'{false). As an example, a person's marital status could be 
indicated by a logical field. If you give the field the title 
'Married' then true /false would tell you what you need to know, 

There's no need to DO MENU just to create a file. From the 
dot command-prompt you couJd instead type CREATE. This 



would create a file and dBASE H would then prompt you for its 
name and the details of its structure. 

Once youVe created the file from within MENU, you're 
faced with a whole series ot new options. You can add or delete 
records, browse through them or turn them into a printed 
report. All these MENU options have equivalent commands 
which you could type in at the dot prompt. Once you're used to 
the commands you'll find they work much faster than MENU; 
you'll see why later. 

Once a file has been created you can open it from the dot 
prompt with the command USE, and type data into it wtth 
APPEND. This latter is the first you'll see of the record card 
itself, and it doesn't look very impressive. You have nor.^ oi chc 
control over its layout that Condor 1 gives you, and there isn't 
really any way to decorate it at aU. You simply have a column of 
fieldnames each with its respective field. 

Entering data is normally just a matter of typing the field 
contents and hitting return. If an entry overflows, it simply runs 
into the next field, Mistakes are easily rectified by moving the 

dBASE 
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cursor back To the field concerned. The cursor and delete 
controls are all Wordstar standard, and this certainly made 
things easier as far as I was concerned, 

To get a screen summary of the data entered, you can L4ST 
the records by any combination of fields. Alternatively you ran 
use the REPORT command to produce hard copy. 

ORDER OUT OF CH AOS 

Once you've entered the data you'll find you want to knock it 
into some kind of shape. The brute force way of doing this is the 
SORT command. This simply makes a copy of the currently 
open file, with at! the records sorted into alphabetical or 
numerical order on a given field. 

Thus .SORT ON NAME TO MLIST will create a new data file 
called MLIST which contains all the entries or the current file, 
only sorted into name order, You can only specify one field to 
sort by, and there is very little flexibility to the command. This 
doesn't really matter however t because of dBASE invaluable 
INDEX command, 



typed in as they're needed. 

In fact, dBASE Jfs capable of a lot more than this. Like with 
Condor 1 you can build up programs out of : he individual data 
manipulation commands. These programs can completely 
shield the operator from dBASE ZTs complexalies - though bear 
in mind that someone will have to grapple with these complex- 
ities, in order to write the program in the first place. 

The programmer is very well catered for in dBASE U, at 
least in terms of commands available. It's definitely a job for the 
technically minded, however. If you're proficient in machine 
code there's documentation lo help you interface to dBASE - 
MENU is a program written in this way, it may interest you (o 
know but normal mortals could have a job producing anything 
at all, 

DBASE ¥* CONDOR 

It's all very well my describing program features to you, but if 
you're thinking of buying a database manage me r. 1 : system you 
really need to know which one s best. As it siands> the fighi is 
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INDEX creates a list of all the current file s records in order 
of some given field, together with a reference to the position of 
each record. This list is an index and, hke the index in a book, 
can be used to find a piece of information much faster than a 
straightforward search would do. 

You can create several indexes for a filet if you think you'll 
want to order il by different fields on occasion. You might, for 
instance want to index a catalogue of books by both title and 
author- The thing to watch under these circumstances is that all 
a file's indexes get updated every time you alter the file itself - 
and that can be tricky. 

Once you've created an index, subsequent LlSTings will 
automatically be ordered according to it. You can also use the 
super-fast FIND command to search for a given characteristic to 
an indexed field. The speed difference between this and the 
non-indexed LOCATE command can be very marked tf you're 
handling large files. 



PROGRAMMING 

What we've seen up till now is only a small part of what dBASE II 
really is r Partly this is because of the program's complexity - 
there just isn't the space to describe each individual dBASE 
command in detail. More importantly however, we've only 
been seeing the commands iised in immediate mode - just 



between dBASE and Condor. 

The pay-off is of user-friendliness against power, Condor 1 
isn't the easiest or simplest program going* but it makes dBASE 
look positively hostile, dBASE commands can't match the 
natural feel of Condor, 

On the power side of things. dBASE II can offer the 
determined programmer a full-blown programming language. 
The indexing can also give it an impressive turn of speed. 
You've really got to need that power badly though. Condor is 
much simpler to use, is better documented and has telephone 
support included in the price. dBASE His going to take a great 
deal more time and, if you shell out for support, a fair bit more 
money. If you're after the maximum raw power available, 
however, there's no arguing with UM 



GOOD NEWS 

> Indexing makes for real speed. 
P Very powerful programming 

features. 

> MENU makes starting cut wary 
simple, 

> Much cheaper than it was. 



BAD NEWS 

► Still an awful fm of money. 
* Very complicated to use, let 
a Jon* program* 

► Documentation isn'i even CP M 
specific, and can be very uncEaar. 

► Price doesn't include support. 
P- Can't define the lay qui of the- 
record card 
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We check out Tasword 8000 5 s claim 
to make life on a PCW less 
frustrating. 

Versions of Tasword for other machines have been around for 
quite same time, and they still offer a cheap alternative to big 
name CP/M word -processors. With the release of Tasword 
8O00, however, Taamatt are making a bid for the tougher PCW 
market. The key question is. what's it got that Loeoscnpt hasn't? 

The central idea behind Tasword 9000 was that existing 
Tasword users who bought PCWs wouldn't feel at homo with 
Locoscnpt, They would* therefore, be willing to shell out for a 
program which was more familiar to them. Although it's 
obviously a program of general interest, lei's start off with a 
look at Tasword 0000 's features from the viewpoint of someone 
who's used a Tasword variant before. 

COMPATIBILITY 

If you've used Tasword on a CPC machine, Tasword 8000 has a 
major advantage for you right from the word go - file compati- 
bility. Any disc files from Tasword 612B or wlD load in \hv 
normal way so you won't lose, or be forced to retype, vital data, 

Tasword fans will also find the behaviour of the program 
broadly similar. Apart from the difference in display size the 
editing, help and menu screens are almost identical Some of 
the key combinations are different, it should be pointed out. but 
m genera] they are more memorable and logical than their CPC 
counterparts, making use of the extra keys on the PCW 
keyboard and indeed the .extra > key itself. To toggle auto- 
insert* for instance, you use < extras A rather than the CPC 
version's totally forgettable <Ctrl>0* 

Of course, there is a price to be paid here in terms of 
learning timu Ef you re used re the old key combinations you'll 
sidle off using them on the new program. These differences 
aren't too serious, though. The tough part of learning a new 
word-processor is understanding precisely what the cursor 
controls etc actually do, rather than which keys you have to use 
to get (hem - and in this former respect, Tasword 8000 is almost 
identical to the older versions. 

The only really obvious change is the increase m speed 
The differences in hardware between Arnold and Joyce mean 
that Tasword 80Q0 1 * vertical scrolling is both smooth and fast 
The horizontal scroll isn't quite so good, but it's still a big 
improvement. Sadly the same can't be said of the reformatting 
function which seems to take as long as ever - but more of this 
a little later on. 

The other change you may notice is the text space avail- 
able. On the 8236 there's room for about 100K - as much as most 
people are going to want, and a big improvement even on the 
6 128 version white the 85 1 2 can manage well over 3O0K. There 
aren't going to be too many people needing that kind of space, I 
don't suppose, but it's nice to know it's there* 

THE COMPETITION 

If you're not a Tasword user of long standing, you're probably 
wondering how 8000 measures up against Locos cnpi the mam 
competition for any PCW word-processor. The comparison is 
none too easy to make, as the two programs are very different. 

In speed terms, Locoscnpt is slightly faster in scrolling, but 
Tasword is far more powerful when it comes to jumping around 
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within a Long document - one of Locoscnpt s worst failings. 
Tasword 8000 has commands allowing you to move di reedy 
(give a second or two) to any page or Line-number you specify. 
You can also move pretiy quickly frorr 'Jhe> sunt to the bottom of 
a document and back again. If you're trying to write a book, this 
feature alone would make Tasword a much better bet, 

Printing can also bo much more satisfactory in Tasword. 
For example, there are opuons to print out any number of 
copies of your document, and you can print any specified 
section of it (using pages or line numbers). 
But Locoscnpt wins out m text reformatting - it does it 
automatically, while m Tasword you have lo force it using 
alt J The program is a little quirky in this regard, For 
example J H you try inserting text in a paragraph which is wider 
than the current margins Tasword scrambles the text up in the 
most alarming way. The only way to avoid this is to do a hard 
reformat on the paragraph before trying to alter it. This couJd 
cause frustrating problems when n comes to editing someone 
else's text, if it was typed with a different margin setting, 
although you'SI find things 100 times faster if you select the 
'Override on-screen justification 1 option from the comprehens- 
ive Customise Program menu, 

A further problem on reformatting is that Tasword iden- 
tifies the start of a new paragraph only by coming across a 
blank line or an indent. You cannot begin new paragraphs (or p 
say, tabulated data) flush with the left hand margin without 
leaving a line's gap, without risking having it reformatted onto 
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the end of the previous line next time you press <alt J>. 

Tasword is also weak in its Search and Replace function 
This works very slowly and you can only search for a whole 
word, Not * patch on Locosnpt here. 

HELP! 

When it comes to ease of use. Locoscnpi doesn't compare so 
favourably. Tasword has a whole screenful of help which you 
can summon up just by pressing STOP Alternatively you can, 
while sull editing the text, leaf through this information a section 
at a cmte in the optional help window. This conventional 
approach is r Sot my money, rather easier to learn than 
Locoscnpt s pull-downs. 

As for documentation, Tasword scores points here too. lis 
70 page manual car. * rvval Loccscnpt's mighty volume in terms 
of size but it more than makes up for this with its clear, 
straightforward style. As well as a comprehensive reference 
section, ihere are some useful rmomi sessions complete with 
worked examples of the program s luckier features In addition 
there's a helpful tutorial document foi you to practice editing 
on, containing both instructions and subject matter for a brief 
guided tour. 




EXTRAS 

Once you've got (he hang of editing your text, you'll want to 
actually do something with it Tasword has a couple of features 
which you may find useful here, 

Firstly there's a handy mail merge and conditional printing 
facility. With this it's easy to run out, for example, personalised 
letters to all your customers who have London telephone 
numbers. You can also set up text-entry points in pieces of text 
so that the user is prompted for dates etc as the letters are 
printed out. The conditions available are something of a weak 
point - you can t search for sub-strings, for example - but the 
system should still be adequate for most purposes 
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Tasp-r Int otters dghl new fonts. The two Included with Tasword 8000 are 
Ledum Light and Median, 

The second and less conventional feature is a utility for 
printing text in a variety of different locus. Known as Tasprint, it 
comes with two built in fonts - you switch between normal PCW 
printer made and Tasprint using control characters Embedded 
in a piece of tezt. This same control character system also 
allows you to switch between the normal facilities of the PCW 
printer - italic, condensed, underlined and the like. 

The main limitation on the system is that you can't mix 
normal and Tasprint fonts on the same line. But you can get hold 
of six extra fonts if those supplied don t satisfy you - Tasman are 
selling the Taspnnt system separately, with the full range of 
eight fonts : as a stand-alone for £ 1 4.95. 

If you like the sound ol Tasprint but aren't so keen on Tasword, 
this separate system could be ihe answer. It can cope with any 
pure ASCII files, so you can use it with Locoscript if you put in a 
little effort, II you're buying Tasword anyway, the additional 
fonts probably aren't worth the extra cash. They're mostly 
decorative, and not nearly so functional as the two which are 
bundled. 

VERDICT 

If you've used Tasword before and like it, you're probably best 
sticking to what you know. If you're just disgruntled with 
Locoscript, that's a different matter. Tasword is a lot faster in 
handling long documents, but in other respects it can be quirky 
and slow. And it's not compatible with documents you've 
already created on Locoscript. On the other hand it is substanti- 
ally cheaper than the other alternative word-processors such as 
WordStar and New Word. ■ 



GOOD NEWS 

► Much more powerful than 
Locoscript in handling long 
docij merits, 

P- Good documentation and 
plenty of onscreen help. 

► Very ussftil mHilnrerge facility. 

► Gomes with Tasprint and two 
good fonts, 



BAD NEWS 

> Reformatting of teat can ha 
cumbersome. 

► Some (unctions are very slow, 
including Search and Hi place. 

You've already get Locoscript 
fret. 
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(Assembler i Disassembler and Monitor) 

ADAM 

AW manages only a lukewarm welcome for Hie latest French import 



The French influence on the British software market is spread- 
ing from games to serious software, h seems, This cross- 
channe] utility i$ the product of a deaJ betwe&n Audiogenic and 
French programmers Micro Application. There's something ol 
a glut developing in. the assembler market at the moniexit - an 
assembler mountain, even - but this one's a bit out of the 
ordinary. 

A conventional package loads in two separate sections, 
assembler /editor and disassembler /monitor, with only one 
being in the memory at any one lime. This means a loading 
operation every time you want to switch between writing and 
debugging. With ADAM, however, the separate components all 
load in one go, You only have to do one load, at the start of a 
session - from then on. everything you need is in memory. 

This approach is obviously a boon 10 disk-Jess 464 owner* , 
but it does have its problems. To put all the components in 
memory in one go really cuts down the amount of programming 
space you have available, in this case to about 38K. U that 
doesn't sound too bad to you, bear this In mind. To squash the 
whole system into that amount of memory means cutting down 
on features - and that's hardly encouraging in a high-price 
product like this, 

COMMAND SCREEN 

In use, the system is rather quirky. The whole tiling is run from 
a mam command screen. Single -key commands call up the 
various different functions of the package 

The editor is adequate, but it's very easy to exit accident- 
ally - a double hit on the return key is enough to do this. Also 1 I 
could find no way to insert lines above the current top line. You 
can't leave it blank either: it's easy to enough to leave it as 
comment or a dummy label, I suppose, but this doesn't speak 



wonders for the thoroughness of the system. 

Once you ve written a piece of code, you can assemble it 
by entering the 'a ; command on the command screen. Errors 
are reported as they are found, and will halt assembly immedi- 
ately. The error messages are helpful, and on entry To the 
editor you'll find the cursor already on the error line - another 
useful feature. It would have been nice if the system could 
automatically enter the editor at this point, but you can't have 
everything. Indeed with this assembler you can t have macros 
or conditional assembly, so the error handling is pretty 
advanced! 

The monitor is the most conventional bit of the package, 
which is io say that it's not very exciting. Its single step routine 
can rummage through ROMs if you're feeling nosey, and the 
slow run facility works well enough - 

Overall ADAM is pretty disappointing. There's nothing 
really wrong with it, but it's ail been done before, and cheaper 
at that. If it had come out six months back I'd have suggested 
buying D&vpac and saving yourself a bit of money. As it is 1 I'd 
strongly suggest you buy Laser Geru'us and save yourself £10 or 
so, You'll get a much better editor, assembler and compiler - 
even if they don't all fit in memory at once. ■ 



GOOD MEWS 

F- Every thing fils in memory it 
price 

► Can singl«-step through H0M& 



BAD NEWS 

► Nn macros Qr conditional 
assembly. 

► Vastly overpriced , 

► Flims? documentation. 

► Looks completely obsolete next 
It) L«iser Genius. 
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SERIOUS SOFTWARE TOP TEN 

The chart created by AA readers 
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Amsoft 
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TRANSMAT 
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This month's chart show* G A C continuing its astoni- 
shing run at number T with a massivo $two ot th& massive 
number of volos cast. 

Th$ or\\y new enly is Ocean's powerful Laser 
Basic - possibly to toll owed soon by Laser Genius? Harder 



Lo understand is ttifr contnued presence cl eairemoly 
dated software such as EasiAmsword It's horrible! 

Remember, you can have a hand in the shape of 
ne*E mo.nUi's c\\,vi by ontonng your votes in the all-in- 
one form onp94, 
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YOUR AMSTRAD 
NEEDS KREMLIN !! 
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CRAFTY 

The remarkable orange-and-green topped 
BERTRAM CARROT checks out three machines 
which can add a little colour to your Amstrad 



In Ota June Issue we looked at monochrome printers, which 
can print text and graphics and produce screen dumps in 
shades of grey. This month we add some colour and look at 
how you can transfer your CPC'b fabled 21 shades onto 
papex. 

Why should you want to product colour output from 
your micro, anyway? If you're Interested in computer 
graphics, like to record screens from, games or want to 
produce eye-catching poster s T then colour reproduces the 
screen more accurately and dearly- At work a touch of 
colour will Uven up reports or quotations, and produce 
graphs and charts which show at a glance the information 
you Ye trying to convey. 

As well as true colour printers, there are several 
machines which draw on the paper with pens. These ere 
known as plotters. They can draw true curves as well as 
numbers and letters, but aren't capable of producing screen 
dumps. Plotters work from point to point, without having to 
■tart at the top of the paper and work down, Most, therefore, 
have to be programmed rather differ enOy from printers. 

This survey includes two dot-matrix printers and a 
plotter which is free to move around a flat sheet of paper 
like a small robot, or 'turtle \ 

Juki 5320 Dot Matrix Impact printer 

Appro* £330. Contact Micro Peripherals 0733^73331 

It's easy to print 
as you only need t 
codes and you can 

dumps are not near 
as few programs ha 
in, and there is n 



and white printing 

This is the moat conventional machine reviewed. It uses a nine 
wire print head «md cm print in black on white if you use the 
black ribbon supplied. In this mode, the Juki uses Epson 
compatible codes, The print quality is reasonable, although a 
little fuzzy, and it offers a near letter quality print which is well- 



formed in three passes of the print head. Draft print is at 130 
characters per second, which is fast. 

The Juki is a large printer, measuring 18 x 14x4 inches, but 
only has a standard width carriage. It can handle cut sheet and 
pm-fe-ed paper as standard. AIL the normal controls are there, 
and the 'dip* switches used to modify the printer's character- 
istics are easily accessible under a panel in the top cover, 

Colour print is ob Sained by changing the ribbon for 4 four 
colour one K with horizontal strips of yellow, blue, black and red 
ink. A 'IT shaped arm moves the ribbon up and down with 
respect to the print head, so that it hits the different coloured 
bands, 

'Hie colours are good, with orange, green and magenta 
also available by over-printing. They are selected with escape 
codes, which is very convenient for teatt 1 but graphics printing 
is not so easy. 




A 




14B 



; J * v,: * A cq^ou-t dump 

* W " - from Juki 1520 

No software is supplied with the Juki, and there axe no 
Amstrad packages I know of which will dump to it in colour, so 
if you need to dump a screen, you'll have to write your own 
routine! 

The Juki 5520 is a very versatile printer, and will simulate 
an IBM graphics printer - handy if you have a PC at the office. 
It's also cost effective, as you can use it as a normal black and 
white printer most of the time, and fit the colour ribbon only 
when you need to do colour work, 

O kirn ate 20 Thermal Transfer Printer 

£339. Contact Xdala 0733 72331 

This is a dot-matrix printer, but uses a rattier unusual technique 
to print both colour and black on white . The print head doesn't 
shoot wires oui to press against an inked ribbon, but instead 
heats each wire to melt wax off a special thermal ribbon and 
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deposit it on the paper. The paper has to be quite smooth to 
take the was clearly, and special paper is supplied with the 
Okimate, 

Thermal transfer printers are cheaper and quieter than 
impact printer* , like the Juki, and the main noise from the 
Okimate is the solenoid which moves the head on and off the 
paper at the beginning and end of each line, 

The printer is very compact, measuring only 12.5 x 7.5 x 
2h25 inches, but a til] handles A4 paper with no trouble. Controls 
are basic, with a mains switch on the Side, an on-line select 




button On top and a thumb wheel and lever to wind the paper 
through and engage (he friction feed. There are no line-feed or 
form-feed switches, although the printer can handle roll and 
pin-feed paper as well as single sheets. The tractors for pin- 
feed paper are buried deep inside the printer, and feeding the 
paper through is a fiddly business. 

The printer can do many of the things that other dot-matrix 

VARYING COLOURS ON THE OKIMATE 20 1 io* '« colour 

dvmp in AmnlTod 
g^SSgSgr dcft^t colour). 

' t ^ 2. Low rei colour 

_ ' « dump w I «h colours 

corrected 





machines can, such as underlining, italics and correspondence 
quality print* and uses Epson control codes tor compatibility. 
The correspondence quality characters are very well formed, 
but even on thermal paper they're a bit patchy. 

The Okimate 20 is supplied with two ribbons, the second 
giving if its colour capability. This is again a transfer ribbon, but 
is rnade of clear plastic* coated with alternating strips of red, 
yellow and blue wax. each about 8 M long. 

To dump in colour the print head passes acrgsg a red strip 
and transfers all the red that's needed for a line of the printout. 
It then winds the ribbon through and transfers all the yellow, 
and then does the same with the blue. Each line of the print-out 
therefore uses three strips of the ribbon, even if there are no 
dots of a particular colour in a line of print I 

The ribbon is only single paas (you can't re-use it), so print 
dumps can prove pretty expensive, Against this, though, is the 
facility to print on clear acetate sheets to produce overhead 
projector slides. Ribbons are sold in packs of 6 for 34.35, and 
you can get about eight or ten low-resolution dumps from each. 
The dumps themselves are small, at about 3.5 by 3-0 inches* 

The print dump software supplied with the Okimate 50 
comes on cassette, but is unprotected and can easily be 
transferred to disc. It loads into memory as a machine-code 
patch which can be called with a special key sequence, 
Whatever *s on the screen is then sent lo the printer. 

The Okimate is not cheap for a thermal transfer printer. 
Even with the colour facility, it's only reasonable value. The 
colour dumps are small and not particularly good, and the 
technique of transferring wax onto the paper means that you get 
through a lot of colour ribbons. In its favour r the printer is cpiiet, 
produces well-shaped text and has most of the facilities you'd 
expect from a modern dot-matrix printer. 

The Penman Plotter 

£220. Mor& info on 0903 209081 




Most plotters use a flat 'bed 1 to lay the paper on and have an 
arm which can be driven m two horizontal axes to position a pen 
(or several pens) at points over the paper. Since the size of 
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THESE STICKERS 
COST US £300.000 




I 



you can have them for £79.95 




Our £300,000 
was well spent. 

Our Voyager range of 
Modems - which are fully 
compatible with just about 
any micro - has now passed the rigorous BABT tests 
and is fully approved - even for PABX use. 
So with Voyager, it's Anywhere, Any Micro: Approved! 

Your £79.95 (ex VAT) will be well spent 
You can pay twice the price for a modem and still not 
get these features: 

• Auto dial/Auto answer as standard" • Multi Speed 
- including 300/300, 1200/75, 75/12CC: ; u!l duplex, 
and 1200/1200 half duplex, • LED/Computer status 

messages. " WAb suitable software 

The Voyager CPC range software gives you: 

• Full Colour Prestel/Viewdata Emulation # Full 
Prestel/Viewdata Graphics Emulation # Full Tele- 
software support # Fife Upload/Download and/or 
Spooling to Cassette, Disk Memory and/or Printer 

• X Modem Fiie Transfer • Bulletin board software 
available soon • More software support than any 
other modem - and it s the best • The totat software 
on ROM package for just £39.95 (ex VAT) 

With Voyager 7 you can link Prestel, Micronet 
Viewf ax, Amsnet, BT Gold, Microlink - and most other 
data bases - and for 98% of the country it'll cost you 



per hour 
1, 

ntroductory 

II pay your VAT. 
A Complete CPC pack - Modem and Software - 
For just £119.90 

PCW software also available - ring us for information. 

Fill in the coupon then stand by to access 
mainframes and micros - worldwide. 

^KsWOHOUSE 

THE SINGLE SOURCE SOLUTION 

Modem HoLi-t* 70 Longh'ook Street. Exete*. Devon FX* 6A° 

As Stocked by 

F Please send me:- 9>ck which t eqinredH 

1 1. Voyager 7 Modem „ £91.94 (inc VAT] □ [ 

Z Complete Amstrad CPC pack inc. Software . £1 19.90 Q | 
I enclose cheque/PO payable to Modem House for 

Access No: s — ttt. — 



NAME 



ADDRESS 



Post to:- Modem House. 70 Longbraok v, 
Street Exeter, Devon EX4 6APTel: (0392) 213355 




paper is governed by the size of the bed and the length of the 
arm, cheap plotters usually only handle small paper sizes. 

The Penman plotter gets arouiid this problem by adopting a 
radically differ em approach. The psoEter consists of two units, 
attached by a thin ribbon cai^e The larger unit :s fixed and 
contains the circuitry to control The smaller one, which is free to 
move on two small wheels and a plastic castor. 

The wheels ar^ directiy connected to stepper motors, 
which can be rotated by very small pre-defined amounts. This 
allows the Penman to move or turn accurately as it runs over a 
sheet of paper laid on a large black perspex baseboard, 
supplied with the plotter, 

Three per.s are held :n cradles cm the front of the Penman 
and any of them may be selected for drawing. A fourth pen fits 
through a hole ir. the centre of the Penman , on the axis of the 
three wheels. This is particularly useful if you run the plotter 
from Logo, Penman makes & very good Turtle, and there are 
'drivers' available to link it to some versions of the language, 
although not DR Logo as yet 

Connecting Penman to an Amstrad micro (PCW or CPC) 
requires a serial interface, The Amstrad RS232 interface works 
well, and all the default communication settings work directly 
with Penman, so you can plug in and go\ You do need 
something to plug in though, and a lead is not normally 
supplied. Ask for a 'male to female 25 pm D connector with pins 
2 and 3 crossed' ! — 



Once connected up, you slide the Penman from its cradle in 
the control unit r place it on a piece of paper and can then start 
giving it instructions, Penman is an intelligent device, and can 
do many things for itself. For instance, it will count how may 
complete revolutions it has made while plotting, and unravel its 

ribbon lead before if geis tied up. 

You control Penman using a plotting language built into the 
control unit, and single letter instructions will get the plotter 
drawing lines and circles with a minimum of effort. You can 
send it instructions from BASIC, or, by typing : TERMINAL, you 
can watch it execute each one m turn 

The plotting language is adequate for simple drawing - the 
GPC61Z8 plot was produced with" about 30 lines of BASIC but 
has a few shortcomings. There are no commands for triangles 
or rectangles, and several of the other commands require 
parameters in hexadecimal * not the friendliest of approaches. 
Penman can supply extra software for technical drawing, but 
again not for Amstrad micros. 



Colour Palette Switcher 



If yoti-r* fling Ale/tovnw &ft*w witf* 
a coLchur printer viith m Jhe Ok'imatc 
20 r you'll need 1o load you? Mel- 





Key* 0 



i i a 

t * 4 



6 



K 11 12 13 





► 



bcyrre pic Me* vsptirgreiy from she- 
Carl potko^e ilittf, Old th#n dump she 

Mireen, 

If iood the ptcMft dtiecily, 
however, yOtilt find Hmt it* toW \ 
mi e lively to be dsHereni fro*n ihote 
you L«d -rlw dVpwIrtp 11, thfe H 
become MeJtoovv Dta* atlfr*t yoo 
*d chcmg# palette cotovr* to pkfe 
any to of the CPC v 27 *tiod**. 

The Ofcrrnoie ief rwore copiei the 
pfryiicaT colour* |the or*s w-hicn ap- 
pear on the »recn) rottihtr then the 
logkoi ones, w you icm gel" a true 
pkiui* by ^iterpinfl thfl polttte 
cokouri bock to the onfci you uved \t) 
MpFboUJTie Ofciw, The foNewing eASIC 
proa,ra»n r glio^t you *Q Co this by 
pr*f, ng ^inglft kf*y* to tycle through 
rhe logkcf colours assignee* to eqch 
pliy&jeal one. You can see them 
change Kreefl. 

Rllh the Ofcimaie duttip pokh 
flr*t (or any other «f«fl d**mp raritiM 
which ^ts ou1 o\ 'he *oy until cotfed) 
and then *v> the jxofpam at Kited, 
Typ« In the no,™ of lh» picture file 
you wan • to print and pretf any ot 
the following keyi to change 
correipond^ng phyikol «lovr_ 



7 ft- 
7 £ 

1QCLS 

10 INPUT "Pituire die la prmt" r p> 
ID «00i G 
40 LOAb pt 

tOfDRn 1 TO 16 
Tfl ejeh n 
&0 NEXT 
10 WHiLE 1 

1 in tF it- "6 " OH **;> J T GOTO TfiO 
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VERDICT 

If yon want the minimum of fiddling, the Okimate is the 
only printer which cornea with colour dump software. The 
Juki 5520 is a robust conventional dot-matrix printer, with 
colour as a valuable extra, the Penman is a well^detlgned 
plotter, for those who want specialist plotting facilities. 



The plotter works besl on heavy {iGQtjEm or more) paper 
with a good 'grip* Some is supplied, and Penman will sell you 
more, but this can be an inconvenience. The small colour pens 
supplied axe also a bil special, but you can use Pentel type 
refills instead, which are easier to get. 

Penman is well designed and produces crisp, four colour 
plots, up to A3 (twice A4) in size. It's best used on the 
recommended paper, and ^v^n then some straight lines havs a 
waver in them. For the asking price, though P you won't get a 
more versatile plotter, ■ 



How to get colour from a colour printer 



The general maxim For colour 
printing with CPC micros seems to 
be K Yo*/re on your own'' Unlike 
black Ond white prmtJna, mere 1 * 
rto accepted standard for printer 
cc*ntrof codes, and every printer 
rnanufatfurer fertds to do hfs own 
thing. To add to these problems, 
colour printers in general ore 
£xp«mhve f so few *af rwore pack- 
age! include cotour prinr dumps. 
The logic is that somebody 
paying Am:.* fact prices won't 
normally be cable to afford to 
pay me some again for o printer. 

Colourful test J printing is not 
realty a problem. Most word 
processors allow you to $ef up 
'user" functhons for spedaf prater 
cor>trol sequences. Most colour 
dot- rncfrlx printers use simple es' 
tope secfuenrces to swifch be- 
tween colours, so by settmg these 
into you* word processor, con 
highlight fax! whh □ fe*« special 
fcey sequences, 

The ordy problem that mcy 
occur it not havtag enough u&er 
functions for the number of colours 
supported by your printer, You 
can either choose *he colours you 
value mos^ or reassign orher 
facilities, Such OS I to Iki or ctouble- 
s^rlke, to provide rhe extra colour 
controls. 

Cofour from BASIC is fairly 
simple os weFl r Text can be high- 
lighted usmg commands such as: 

PR^T# 8XHRS(27);CH«$(NJ 

where N h the escape code nunv 
ber for colour t and may be fol- 
lowed toy a further CHRS para- 
mere* to specify rhe hue, A short 
program using this technique with 
Jukr 5520 printer is shown on 
this oacje, together with the print- 
out" which resutts. 

Several printers oflow user 
defined characters to be printed, 
o-id these tnoy be set up in much 
Ihe same wgy as screen charac- 
ter* ore defined, The printer 
characters can be printed in 
coJoirr, so you could devise 
frames and boxes for ]**M f or 
simpfe "Block 1 characters for 
graphics. 

Where rhe probJom? recti! v 
start fs wifh graphics dumps. Few 
prefers ore supplfed with any 
software at all, as there's no 



teJHno. which micro theylJ be used 
with. {An exception to this is the 
Okirnote 20, which has been cus- 
tomised Tor tfse with the Ami trod 
CPC machines}- CoSoor dumps are 
nof that easy to write, and, need 
to be Pn machine-code it you 
don't Fancy waiting hours, for 
each printout* 

One solution would be for 
graphics software to include ap- 
propriate dumps, but even pock- 
aajes like M&fb&tirnw Draw and 
Off Draw only have Epson com- 
patible black and vwhitfr routines. 
There is really little excuse for 
colour arr packages not to have 
cotour dumps, even ;f it's only for 
one colour printer. 

Plotters are rather easier ro 
control than printer Ortd 



because fhey ore less popular 
devices, are often supplied with a 
h grophic tanguooV of their own. 
This, can be used dirocHy or from 
wirhin BASIC A typfcar example 
is me conrrol language for rhe 
Penman Plotter, which uses sing.e 
character commands, with para- 
meters, to move the 'turtle' style 
plotter, draw lines of differ en I 
colours and write rext in a num- 
ber of sizes. 

Here's a simple example* which 
draws this front view of a CPC 
6*28. 
10 |5fRtAl 
20 iS^ 

30 WHJLEiS m 
10 RE AO is 

SDlfL£FT*{jSJ).- ,J D- THUliiS 1« 



£0 mm i*PRlKT*tt, E *; 
70 If iEFT^I)= P r THEN 
PmNT#B.CHfl^l0>iCHR^l3f 
SO WEND 
HO EMfi 

mnm fwiview 

no data u r u,itH. pi. Demean rj.fl 

170 . 3841 G U 

120 DATA Q O.U 

134) DATA -2OQIBC.D.0 -40. -630 0.0 

1445 DATA 7W S.OtSfl ti.O t€ 1*0 D O 

16 U 

ISO DATA 40 0 0.0 0.0 -B U 
1HOATA0 16-D.0 -8.-8Q 0.Q Ml 
170 DATA -40 -3Z.P2.D7& D Q -a.-70O.fl 
B.U 

110 DATA -80 4b,P3,D,D 20, m P. 0 -20.41 
ISO DATA BD D.D.O 20 JJ.fO 0,0. 0 20. U 
200 DATA 22$ H r D,D 2fl,U,tfG D.D.O -20 .U 
210 DATA 40 fl.D.Q 2Q.LM0 0 F D,0 ?0 U 
tttl DATA zn" 
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THE PERFECT 
COMBINATION 




Amsfrad 



built in the genius and word -process or. 



3,C. Telecom put in the telephone call* logging and Bar 
Stock programs. 

Easy-Link gave it electronic main/Telex capability, 

Dictaphone 1 provide the on site service, 

When Arnstnu) inlroduucd their word- processor they 
lore up the rules for pricing, 

StC Telecom have extended this price advantage into 
telephone caiMogging. with system prices beginning at 
£995, 

S*C Telecom Ltd* 

globe house wtw stae£- chelmsfoto. ehcxcmi if* 
telephone 10245) 07 :«4 

H p i* . . . 

Ip i > w i# if W' ^ 



g®[??llfiDgflW DISCOUNT SOFTWARE 

3 STATION CRESCENT WESTCGMBE PARK. BLACK HEATH 
SE37ER. 



t#t J 01 30i -0621. 

ALL PRICES INCLUOiFftll FAST PIUVEHY IN THfU R ONLY PLlASf A00 
70P P£R TAPE ON EUROPEAN ORDERS AND 1 00 PER TAPf USEYYHf fi| 
Hmw 1 if Ih ar Hiring *v«ry day r pliait ring far d«t*iln. 
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Ajon Sugar might have intended the PCW machines for 
the world of business, but lightpen specialists Electric 
Studio have other ideas, This new package of theirs 
shows just how those special features - the great big 
screen and Ihe bundled printer in particular - can be 
used for more than just spreadsheets and Locoseriph 

The package consists of ihe lightpen itself, .its interface and a 
disc carrying the bundled art program. Setting up is a simple 
procedure - the interface plugs into the expansion port se- 
curely, and the pen is already connected to the interface - tout 
there are a few points to note. Firstly, (he pen doesn't need any 
interface other than the one it's supplied with - a major point in 
its favour, given the PCW's lack of standard porta. Secondly, 
you'll almost certainly need to turn the brightness control on 
your PCW up to full. The pen need* a lot of light coining off the 
screen for it to operate properly, and normal brightness levels 
just don't provide it. 

Once you've got the pen plugged in and the brightness 
turned up, you simply boot CP/M and run AET.COM. This is the 
heart of the bundled software. it's a mei\u-driven 
drawing/screen dump program, and it's very nice indeed, 

THE MENU SYSTEM 

The main drawing screen consists of an upper program 
status/prompt line, a mam drawing area and the bottom 
printer/ 'Drive is...' status line. Commands are chosen from 
menus that overlay the drawing area h a system immediately 
familiar to Locoscript users. 

On loading, the drawing area is blank and has a main 
function menu overlaying it. Moving the light pen down the 
menu highlights each option in turn. Simply hit the space bar to 
choose the highlighted option. Appropriate prompts and mes- 
sages appear on the top line and. where necessary, further 
menus appear cm the drawing area. 

Suppose you choose Disk from Hie main menu. A new menu 
now appears, offering you the various disc operations. From 
here you can choose to Bare & screen to disc, for example, in 
which case the top line prompts you for a filename to save 
under. 

This menu system is in marked contract to Ale icon 
arrangement used on Electric Studio's CPC lightpen software. 
As well as bearing a useful similarity to Locoecript* this avoids 
problems with unidentifiable icons. When you're dealing with 
concepts like clearing the screen Of getting a directory of the 
disc, it's hard to come up with clear* meaningful symbols for 
them. Despite this, there are places where a pictorial rather 
than verbal approach would have made things a lot easier, 

CHEATING YOUR PICTURE 

The main commands you ll want to use here are Draw T fiU, 
lines and Shapes Between them they offer most of the facilities 
you could ask for, if not exactly in the form you might want 
them. 

Praw covers a great deal of ground. On chooiing it from 
the main menu you get a sub-menu offering pen (freehand 
draw), spraycan, point plotting and brush-painting. AH ol these 
work on the same principle - move the cursor with the pen, 
holding the space-bar down if you want to draw. 

If you select spray can, you're prompted for a nozzle size. 
Similarly, you have to set brush width before painting. Unfortu- 



nately, the nozzle size* and brush widths are just numbers 
between 1 and 9, There's no on-screen indication of what these 
actually come out as in terms of spray-pattern or width of brush 
stroke, so you've just got to guess until you 1 1 a used 1o Lhem. 

That's not all. For one thing, there's no way of sotting up a 
default brush width or nozzle size. II you have to keep switching 
between brush and pen p for example, youll have to set the 
brush width every time. For another, brush-painting is a very 
limited function. You might expect to be dealing with an artist's 
sable, bm the program's brush is more the sort of thing you'd 
use for decorating your living room. The width of the brush is 
certainly adjustable, but only for up and down strokes - 
painting from side to side always gives you the same pencil-Hun 
line. 

Wide brushes also show another weakness of the 
program. namely its speed. Move the pen at all rapidly and the 
cursor lag becomes quite painful, At its worst, the program can 
take over five seconds to catch up with a single brush stroke. 
This kind of sluggishness doesn't crop up too often in the 
package as a whole r but even on medium widths things are slow 




Utility? 
hk colour 



enough to make the brush feel unresponsive, 

On die plus side ol brush use, you don't have to paint in 
■olid black the whole time. You can choose a 'texture' to suit 
your taste - the texture paHette has everything from a smooth 
grey to an extremely loud cheelc, plus stripes, diamonds and 
he rnng- bones galore. 

You can use these same textures (o FiJJ ait aiea, another 
process which can take time* The area must be closed, and must 
be either solid white or solid black - continuous texture isn't 
good enough. The routine can find its way out of almost any 
gap, but if the texture should escape you can restore your 
picture to its original state easily enough. 



Andrev/smoll-tlme'CartoonistWilton has been doodling awal 
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Shapes and Lirt&s are straightforward enough, aUowing for 
rubber-banding and a range of polygons, amongst other things. 
Additional feature? include Ink Colour which allows you to work 
white on black rather than black on white, and Ink Mode which 
offers AND, OR and XOR plotting - very thorough, hut not 
necessarily very usefuL You can add Text in a range of sizes H 
upside down or sideways. Also you can Copy or Move areas of 
your drawing around quite freely - though these are both fairly 
alow, 

ZOOMING IN 

Of course even the steadiest hand can make the odd slip, so the 
program offers a 2aoiu feature to let you see and alter tiny 
details. The area around the cursor is magnified to eight times 
actual size, so that you can see the individual dots, or ptxeXs, that 
the drawing is made up of. This can be extremely useful for 



if 



finding gaps that a Fill has leaked out through, for example. 
Individual dots can be set to black or white, but the enlarged 
area can't be moved around and there's no simultaneous view 
of Hie area at actual size. These omissions seriously restrict the 
usefulness of an essential function, 

Another thing 1 found annoying was the way you can't use 
normal functions Like brush or XOR pen while you're in zoom 
mode. Thus, if you want to add some points and erase others 
you have to keep switching ink colour. You don't have to return 
to the main menu to do this - you can set Normal (black on 
white) with the N key and Reverse with the R key - but Wm still 
reatrictive. 

The function's redeeming feature is the fact that it can be 
called up while you're in Bra w mode - without returning to the 
main menu, in other words - by pressing Z on the keyboard. 
You have to be careful if you do this, however. If you call Zoom 
from the menu 1 you get a message on the top line of the screen 
reminding you of the various keys that control the mode. If you 
caB it from the keyboard on the other hand* you're left with the 
Draw key message there. This can easily mislead you, until 
you're used io things. 



DOCUMENTATION AND HELP 

On page two of the manual, the authors tell you that you anonM 
be able to use the program without much difficulty just from the 
prompt line and the Help screen. By and large they're right, but 
there are a few points it'd lake you a long time to work out this 
way. For example, all the textures on the pallette are 'reversed 
out 1 - select white dots on a black background, and you'll 
actually get black dots on a white background. Things really get 
confusing when you want to select solid black as a texture - 
something you'll probably want to do pretty early on. To do 
this, you have to select the blank texture, that is to say the one 
chnt has no black on it at all. Clear? 

In some respects, how ever k you really are best oS working 
withou" the manual; quite simply, it is wrong in places. If you 
want to clear the screen without going via the menu, the manual 
tells you to use <alt>, <shift> and <cut> together. This won't 
work, despite the fact that this reference is itself a correction 
made after the manual was printed; and neither will <alt>«kl>, 
which the manual claims will restore a picture to its state prior 
to a fill. In both cases the help screen gets the key combinations 
right. 

OVERALL 

It 1 s all very well giving a list of program features, but what 
really matters is how the package actually performs. The 
complaints up to now have mostly been minor quibbles or 
matters of personal taste. One could add to these a list of things 
you should be able to do and can't - define your own textures, 
for example i or create mirror images of blocks. The main 
problems with the package, however are those of any lightpea 
package. 

Aside from the discomfort that comes from holding pen to 
screen over long periods of lime - and this should not be 
underestimated - there are the ever-present difficulties of 
placing the cursor on dark areas of the screen. Quite simply, 
the pen can only "see 1 bits of the screen that glow brightly. If 
you put your pen over a black area, the cursor simply hugs the 
nearest while dot it can find- 
To get into solid black areas, you have to press the B key 
which produces a 'negative' of the whole screen. Thus the black 
areas are temporarily white, and the pen can see them. This 
continual switching from negative to positive and back ,is very 
cumbersome, and even then does not help with areas of fine 
grey tone These are effectively unchanged by pressing B T and 1 
found that even on maximum brightness the pen just couldn't 
rope. If you're desperate you can use the cursor keys instead ¥ 
but that really is laborious, if these problems sound serious to 
you, I guess you'll just have to wait for a PCW mouse.! 



GOOD 



HEWS 



► Turns your PCW Into a 
powerful graphics machine. 

► Easy*to~use 9 versatile 
software bundled with pen. 

► N«dt no extra Interface, 

► Fen can drive DR Draw, if 
you want. 

► Jl PCW add-on to get 
excited, ab gut! 



jn a package which can take your PCW beyond word -crunching. 
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Sh»dwrfin* w . ^7,SC Hcsvy on MogSck™ 

ENt# 11.2S OcjomtdAvBuw 

Y» Ar Kung Fu D3-, Ftcbcl PI 4 not -7.50 
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SELECTED 
AMSTRAD 
PROGRAMS 



CASSETTE SOFTWARE 

TTTIE RRP 

WINTER GAJM&S. 93$ 

BOW DJ ACK JB.95 

BRUCE LEE-, 9.35 

COMMANDO 9.S5 

1C COMPUTER BITS 2 9 *5 

H A^^tJO..,.,r,^<^^iH#H^w^♦«..»"fl-9 l 5 

AR KUm FU - ,a,95 

EXPLODING FIST 

DUN DARACH - ... S.W 

SOLD A MILLION.. „J5\9S 

SOt.0 A MILLION 2 S.*5 

BATMAN.. 

TA1RLK5HT. „ 

RED MOON. ^6.35 

GLTDCXTER ^^95 

ROCK *N WRESTLE .9 9S 

BARRY McGFJlCAN. ^-9.95 

MJ6N HKSHWAY,.- 8.95 

MOON CREST A -..7.95 

SABOTEUR — JB.9S 

UKJNQPOLY „J&.95 

KNIGHT LOflE „,^95 

D THOMPSONS SUPER.$.95 
HYPERSPORTS«^ H ««,^.fi-« 

FRAKK eflUNO..., „^ r 95 

WHO DARES WINS Z AM 

3D STUNT niOER^H-H.M-.-JS.aS 

3D GRAND PRIX ...9,9b 

D T 5 DECATHLON „„. ,0.95 



CUR DISC SOFTWARE 

PRCE TITLE RRP 

7.50 MM OFFICES - ™19.9S 

€.05 SORCE RY 2. 1 ^95 

7.SQ LORDS OF MIDNIGHT „ , 1 3.95 

7,50 BATMAN.. 14,95 

7.50 3D CYRUS CHESS 13.95 

G .95 FRANK BRUNO A 3.95 

6- 95 SCRABBLE J4.95 

7.M 30 SOXWG... 13.95 

7.^5 FAIRLIGHT A &M 

7,5<3 FIGHfgR PILOT 13,95 

7.SQ GLEN NOODLE ™^£9S 

ft.SS TAUCETL„ >™^4.95 

7- 5C HYPER SF^ORT^ ; 12.95 

5 5C 30 GRAND PRIX. .13.9i 

7.50 3D STUNT RIDER- -1 3,95 

7.50 S T AIHWAY TO HEU Jl 1 .95 

7.50 JUMPJET^- -,.^.^,.13-95 

7.50 WAY OF THE TIG£H^ H 95 

6,95 BARRY McGUlGAN._..J 4.99 

Dun DARACH 13 95 

6,95 MARSPORT «. ™13.95 

7,50 SPY vs SPY* 

7.25 VJE AR KUNG FU »1 2 95 

6.95 SPfTFlRE^O. ..-.-.1^9$ 

6.95 ALEX H GGlNS POOL,.,.l ^95 

6h95 MOON CREST A, m - .1 £.95 

6,95 SOLD A MILLION 14,95 

6.95 SOLO A MILLION 2.,..„.,..1 ^,95 

?,50 ALEN HIGHWAY, _ B l3-95 

6,95 FORBIDDEN PLANET.... 1 4 95 



PRICE 

"4 6.95 
11.95 
11.95 
12.95 
11.95 
11.95 
12.95 

12*95 
11,95 
11,95 
1^.95 
10.95 
1U95 
11.95 
10.45 
11,95 
13.95 
' 2 95 
11,95 
M.95 
1 2.95 
10,95 
•2,95 
10,95 
10,95 
12.95 
12 95 
* 1 4& 
12,95 



ALL PRICES INCLUDE VAT AND POSTAGE & PACKING 
(Oversea orders wM d pm item) 

C & F ASSOCIATES 

aM send h: 

GIF ASSOCIATES { AA) k P O BOX 2 k BIDE FORD, EX39 3RE 
Teti(023 73) 819 
Qr&&$ fiOirnfrlff £&$paich#ti wil^'n 24 hours ot r&c&pf but maximum of 7 fays. 
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MASTERGAME 

Knight Tyme (Mastertronic) , 50 

AA RAVES 

Cauldron II (Palace) .46 

Kane (Mastertronic) 48 

Biggies (Mirrorsoft) 49 

Pacific (PSS) ...52 

Green Beret (Ocean)., .„,„, ,,,.,. 54 

Batman PCW (Ocean) 58 

Molecule Man (Mastertronic) , 63 

OTHER GAMES TESTED 

Kung Fu Master (US Gold) 54 

Graham Gooch's Test Cricket (Audiogenic)... 56 

World Cup Carnival (US Gold) . .56 

Eye Spy (Americana) , 58 

Snodgits (Sparklers).... 57 

Buster Block (Kuma) ,57 

Contamination (PSS) 58 

Meltdown (Alligata) 59 

Blade runner (CRL) 59 

Battlefield Germany (Cyberccm) 60 

Tobruk (PSS).,, .60 

V (Ocean) 61 

Dr Who (Micropower) ,67 

Max Headroom (Argus) 67 




COMPATIBILITY 

All the games reviewed this 
month are compatible across 
the whole CPC range, except 



Batman which is for ihe PCW 
8256/8512 - CPC owners 
already have their version. 



MAGNIFICENT 
MASTERTRONIC 

This month heralds the first ever budget mastergame in 

Knight Tyme. This instant classic is the follow up to 
Spellbound and at £2,99 is the best offer you've had all 

month. Just to complete the marvellous budget 
offerings, there's Kane and Molecule Man t also from 
Mastertronic, and yet more proof that it doesn't have to 
be expensive to be good, 
PCW owners should be astounded by the arrival of 
Batman on their machines. There may be no colour, but 
there's some superb act ion. 
Back on the CPCs youll have a great time with Green 
Beret t an all-act ton combat game, and Cauldron //which 

looks like being as bewitching as its predecessor 
If you thought the summer was hot already, keep clear 
of these pages - they're scorching! 



TOP 20 AMSTRAD GAMES 



The 


chart created 


by AA 


readers 


Tte 
rnornh 


Last 
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1. 


2 


12.0% 


GET DEXTER 


PSS 


Well, well. AA Master-game 


2. 


3 


10.2% 


SPIN DIZZY 


Electric Dreams 


Get Dexter has made it to 


3. 


1 


9.4% 


ELITE 


Firebird 


number 1 . It may not have 


4. 


6 


4.3% 


SORCERY PLUS 


Virgin/Amsoft 


sold as many copies as 


5. 




4.3% 


BOMB JACK 


Elite 


some ot the games below 


6, 


4 


3.9% 


WHO DARES WINS 2 


Alligata 


ft. but those who have i: 


7. 


20 


3.9% 


COMMANDO 


Elite 


certainly like it. 


fc 


9 


3.1% 


BATMAN 


Ocean 


Anoifw notable event this 


9. 


5 


3.0% 


YIE AR KUNG FU 


Imagine 


ffio nt h is t h e sh arp cl i it b o"" 
the two new titles from Elite 


10. 


12 


2.9% 


TAU CETi 


CRL 


Systems, Clearly wow ir.g 


11. 




2.6% 


BOUNDER 


Gremlin 


the people. 


12. 


7 


2.3% 


SPELLBOUND 


Mastertronic 


We hope you tikeouf 


13. 


11 


1.7% 


RAMBO 


Ocean 


slightly new-Eook chart, and 


14. 




1.5% 


WINTER GAMES 


US Gold 


its new position here at the 


15. 


6 


1.4% 


HIGHWAY ENCOUNTER 


Vortex 


start of Action Test. Don! 


16. 




1.4% 


GREEN BERET 


Imagine 


forget to enter YOUR votes 


17. 


13 


1.3% 


SORCERY 


Virgin 


using the form on p94. 


18. 




1.3% 


TURBO ESPRIT 


Durell 


You'll be helping create the 


19. 




1.2% 


ALIEN HIGHWAY 


Vortex 


most representative chart 
in the land. 


20. 




1.2% 


FAIRLIGHT 


The Edge 
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CAULDRON XI - THE PUMPKIN STRIKES BACK 

Paints f8 99 cass. [12 99 disc, joystick only 



GOBLE"Lpr events f loo ting hands from revers- 
ing the joystick control. 



If you've played Cauldron you ! 
about the pumpkin because he was (he 
villain of the piece. Bui before you get the 
knives out ready to create a halloween 
mask you should know (hat you've changed 
allegiances and are on the pumpkin's side 
mis time. His [ask is to destroy the power of 
(he witch (your character from the first 
game) from within her evil and dangerous 
ca&tle. 

The castle is composed of over 100 
screens, packed wiEh dangers to a plump 
young pumpkin. The graphics and atmos- 
phere will be instantly familiar to Cauldron 
players but the task before you and the 
gameplay are a whole new cauldron of fish. 
Essentially si s a platform /exploration game 
but the control over the pumpkin and the 
layout of the oastle provide plenty of new 
and interesting things to deal with. 



The pumpkin bounces continuously 
and can be steered left and right through 
the air, The height oi his bounce can be 
altered to several different levels arid this is 
controlled using the fire button. This odd 
control method can make getting around 
?he castle a testing and absorbing task, 
frying to judge the right jump for each gap 
in the door. 

The pumpkin stands up to long falls 
very well, always a porting a cheerful grin 
The bouncing animation is fairly simple but 
very effective, just like a large, well in 
Hated, yellow football, grinning at you 
maniacally. Getting good control takes a 
little while as you experiment with the 
bouncing but there's plenty of opportunity 
for that as you explore the large castle 



What our rotund hero is i 
are a number of flashing obje 
allow him so destroy the witclfs 
wiM be needed to complete 
These are, of course 3 in some 
awkward to get at spots requr 
pumpkin perseverance and Con 

You starl with seven lives, 
preserved by a supply of magic 
out a life is losl. Most of the v 
tures will merely try to drain tl 
running into you, while others 
contact The dangers come in a 
from tiny mice and spiders to 
walking skeletons and deadly 
Some of them can be shot with 
but again this costs the pumpkin 
magic supply. 

Magic is replenished by p 
sparking magic point, which 
you to fire the magic bolts, but tJ 
replaced as the game goes on. 
number of surprises in store for 
traveller - what else did you ei 
witch? Most of them can be 
though, just expect the unexpec 

The atmosphere the game 
is superb - beautifully designs 
good animation and a lantasiii 
The gameplay itself is very 
should keep you plugging awaj 
long hour, even if it does tend 
samey just bouncing around ths 
only criticism of the game is thz 
flick screens can be very offpi 
unavoidably hopping several 
(ween two screens A worthy s 
Cauldron with a much cuter leac 



r 



AXE:ollow$ you to better through closed 
doors. 



A 



SHIELD-.ttvs h yovf only pr erection ogoinst the 
deadly skdetom. 



CROWN:?tops the wHdi's killer-magic from 
harming you. 
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The witch laughs 
every time you cite 



These ore the 
spare pumpkin 
Rv«3 



V2 

RAVE 



A tiliy^ griming 
pumpkin haso 
vefy tough iask 
ahead 




The grwmmg 
pumpkin bwircei 
merrrty along 




GREEN SCREEN VIEW 

Everything's visible, and looks pretty 
good in fact. Th e pumpkin r s a bit 
under-ripe, though. 

AW 



* We Hover IE® screens* 

Atmospheric graphics and title music. 

Well designed castle and rooms, 
P- Nice animation and control of 
pumpkin. 

> JL tough task to complete. 



The contra] is awkward at times. 
Repeated hopping between flick 
screens is tougn an trie eyes, 



A magk point 
where you can 
replenish the 
magic 



One of the flashing 
object* 
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M hf \ it I'll'l 


nvJ 


■ 


ft 








A A HATING 





Attic* Tftsn u go 1 AMSTR AD ACTION 1 986 42 



KANE 

Masttf i f Mic, tl .91 c«ss. fov^titk di keys 



HIGGLES 

Mirrorsoft. £9.35 cstss. £14,95 dist r joystick or keys 



Ycu play Abel Soaiovsky in a desperate 
battle to outwit William Kane the 
banker... no, wail a minute, that's the wrong 
plot Ton play Che Sheriff who wants to 
make peace Willi the Indians and clean up 
the West an a faux stag* arcade challenge* 
Personally 1 preferred the other scenario - 
much more interesting. 

The four stages are fairly loosely con- 
nected but each one presents an enjoyable 
challenge and hat some attractive 
graphics. You start in a canyon containing 
an Indian camp. You have to shoot down 
birds to swap with the Indians for peace 
Tokens. The peace tokens become your 
lives on the next three stages so it's import* 
ant thai you do well here . The Sheriff runs 
onto the screen and stands at the bottom 
right-hand corner holding a bow and 
arrow. The birds fly on from the left and 
you control a cursor which determines 
where the arrow is shot. 

Hie timing of shots isn't too difficult to 
pick lip* and every tune you impale a bird 
through its neck or body it Cops to the 
ground. You only have a limited number of 
arrows and every time you miss a bird it 
costs you one arrow. I know il all sound 
rathor tasteless but it's humourously done 
with tables of "birdies lolled* and 'birdies 
home 1 for the ones shot and the ones that 
got away. 

I 



SECOND OPINION 

anmianon. witty gzmcplay 
great music all gire this game real 
grab, f t is very easy to start with, but 
levels two and three cause you quite a 
few problems, The practice mode 
helps you overcome these however* 
and you might find you can crack the 
game a bit too^asily. StiU great fun 
h - and great value fm mo 



J 



Having collected as many Uvea as you 
can you're got to get the Sheriff to Kane O 
town) by riding across the desert. The 
horse and rider are excellently animated, 
moving at canter and gallop speeds and 
you have to jump them over various 
bush as, otherwise (he Sheriff wiU be 
thrown. The distance to the town hat to be 
completed within a time limit, with falls 
costing a ide 

Once in the town you get a view of the 
main street with the Sheriff at the bottom of 
the screen. Outlaws come out of the build- 
ings who cake a quick shot at you and then 
disappear. You have to shoot these villains 
by moving a cursor over them and filing 
before they disappear. Because the 
Sheriff's only got a six shooter he has to 
keep pausing to reload, and hehas to keep 
on the move to avoid the outlaw bullets. 

Once you've shot enough bad guys, for 
some unexplained reason you have to 
chase a train and atop it. This takes the 
same form as the ride in lo town with 
obstacles to jump, but is very much 
tougher. You gallop jusl a little bit faster 
than the train but any stops or falls colt you 
dearly and make life very hard* 



If you get through all four stages they 
are repeated, there being three skill levels; 
the last stage continuing to be the toughest 
The stages aren't stunning when looked at 
individually but they go together to make a 
very nice package that b enjoyable to play* 
The anLrr.anon on the riding sequences ls 
perhaps the best feature and the whole 
product has a polished and humourous 
style to it, 

BW 



GREEN SCREHhT VIW 

Looks fine, if you don *tmist& riding 
across a green desert. 



AW 



E W 



Four different types of stage. 
HIM backgrounds and great horse 
animation. 

P Easy to get into but can get quite 

tough. 

Humourous touches work well. 



BAD 




H E 


w s 


► Sam* stage m ; 


ar e ■ 


bit too easy. 
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GRAB FACTOR 


83% 






STAVING POWER 


18% 
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A A RATING 


80% 







Bigg^s may not spring lo most peoples 
minds as a good subject for a film or a 
computer game, but it looks set to do well 
both at the box office and on the computer 
shelves, The game stars the intrepid hero 
and his time twin (don't ask me, see the 
film) in a mission to locate and destroy an 
enemy sound weapon. 

The game is split into four sections, the 
first three are on one side of Ehe tape and 
are arcade games, while the fourth loads 
separately and is a helicopter 
simulation/adventure, The three arcade se- 
quences axe where you have to locate the 
sound weapon and prepare for the final 
part of the mission, where the task is to 
destroy it. The fourth part can be played 
without fmislung the first three, but com* 
pletmg them gives you a helpful advantage 
for the final stage. 

The first of the three arcade games is a 
flight Ut a biplane to locate the sound 
weapon. It takes the form of a Scramble- 
type game, with the plane Hying left to right 
along a scrolling screen. Enemy attacks 
take the form of biplanes flying in the other 
direction which shoot at you, and anti- 
aircraft guns that throw flak up at you* The 
planes can be shot down with your own 
bullets while ground installations can be 
bombed. When you have Gown fax enough, 
or get shot down, you move onto Che next 
stage. 

The second section is a bit of trench 
warfare in Commando style, as you try to 



Tha distance left re 
go emd the tima H 





reach the sound weapon's last liter on foot 
K consists of several screens* each split into 
a trench and overground section with 
enemy soldiers who try to halt your pro- 
gress, Some wander around shooting occa- 
sionally, while thera are also machine gun 
nests that rattle out fire. You can shoot the 
soldiers if you get near enough, and there 
are also grenades to colled thai can be 
used so knock out machin e guns and men, 



i 



*t j( K»Vl IMS! J lei m 



Wftd r with the film tie-in and the 
cuiT&m fad for Chunky grapliics, 
one would sell pretty well even 
was a complete turkey. In fact, itsn 
a bad gJim& - though the gavnepJay is 
bit patchy. The Arcade games are 
okay, hu t a hit hghtweigh t There l s 
nothing to really get your teeth wto 
until you start the simulator, and thai i 
pretty low on grab factor. 

tentty written end reaso 
bu t nothing very ex&tin 



I 



The third stage bring* you into the 
present day with Biggies and his Time Twin 
having lo hop across rooftops to ge! to their 
helicopter- AH the while you have to avoid 
the clutches and the bullets of the guards 
that patrol the rooftops. The two men are 
controlled alternately and h ave ?q gel a run 
up to leap between roofs before timing 
their jump. You've also got to be careful not 
to miss a roof and go plunging fo your 
death. 

The three arcade games are compet- 




S? £ flHOE5 




exifly put together and, although none of 
them are outstanding, they should provide 
some fun and challenge before moving on 
to the helicopter section. This provides the 
really lasting challenge. 

The simulation owes a lot graphically 
to Strike Force Harrier since it presents a 
similar view of the surface features and 
flying movement. The action takes place on 
a large map, mostly controlled by enemy 
forces. You have to complete several tasks 
before locating the sound weapon test site 
and destroying ii. These include picking up 
people, fuel, a machine gun and ammu- 
nition. Each one serves a purpose that 
should help you on the mission but it is not 
al ways apparent what or when. 

There are of course plenty of hazards 
that have to be overcome, Flying the helic- 
opter isn't always easy and crashes prove 
fatal. The enemy is present in farce, and 
overflying ground positions can be very 
bad for the health. If you've got something 
to shoot them With you can captures po- 
rtions yourself, but this isn't easy. Most 
objects are marked on the maps and at first 
the task looks fairly simple, but you soon 
discover that it's going to take a lot of work 
to crack it. 

The graphics are quite chunky for all 
four stages, but are done in very nice 
shades of colour and actually look quite 
pleasing. The combination 
Of the three initial games 
works very well with plenty of 
variety in the tasks and gameplay to keep 
you interested. The real challenge comes 
from the final helicopter stage though, 
which combines a simulator and adventure 



task very well indeed, 1 don't know what 
WE Johns would have made of the whole 
thing but I'm suitably impressed by a very 
sligk product. 

BW 



GREEN SCREEN VIE W 

The map on tha simulator section is 
colour coded, so you miss out on 
ctvdsJ information. As a result it's not 
really playable m gre$n, 

AW 



D 



W 



Three pleasant arcade garnet, 
R testing helicoptur/tidvimtura 
challenge, 

> Good graphics even though they're a 
bit chunky. 

' Excellent value for the four games 
together. 

► Stands up aa a game in Its own right 



IH 



Arcade games 4r*n*t tao difficult. 
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KNICHT-TYME 

Mastertronic Added Dimension, £2.99 cass. joystick or keys 



Master tionic's Magic Knight has appeared 
tn two previous games, Finders Keepers 
and Spellbound, but this is his crowning 
glory as he tries to get back to (he past from 
a starship in iha 25th century It features the 
, wlndIITlariQ^l , system from Spellbound, but 
is even more packed wilh characters, ob- 
jects, locations end thing* to do. 

Magic Knight's task is to find a Tyme 
machine thai will take him back to his 
mediaeval existence - after all life tn the 
25th century isn*t easy for a guy m a Utile tin 
suit. He appears in a rranspoiTer room on 
board the USS Pisces, his first task to ex- 
plore (he ship and familiarise himself with 
the characters and objects in it. 




The three most important rooms in the 
slap are the bridge, transporter room and 
transputer room. The TRANSPUTER is the 
ship s computer and at the start of the game 
it provides a lot of helpful informal) on to get 
you going- The BRIDGE is where the star- 
ship is controlled from, but to do that you 11 
need the authority and knowledge to get * 
moving. The TRANSPORTER 
enables you to 



l»t' 



Ml 



beam down 
ship orbits, but again you'll need to get it 
working first. 

MK moves left and right on semens and 
can jump onto things, but the main control 
is via the 'wmdimation' system. This is a 
series of window menus that prevent a 
number of commands and options, depend- 
ing on the location, objects carried and 
characters present. There's a single main 
menu that has familiar commands on if for 
object manipulation: pick up, drop, lake 
and give (from or to another character), 
examine* wear and unwearC?). 

There are other options that need not 
always appear and these have many differ- 
ent uses. You can command characters* 
read things, blow things, cast spells, com- 
municate and move the ship. The further 
you get, the more commands you'll find 
and each one will have one or more sub 
menus For instance if you want to com- 
mand a character you first ham to find who 
you want to command, then tell them what 
you want mem to do and then watch the 
response and action thai takes place. 

Using the system to its fullest will take 
some time but the general rule is to try 
doing everything to anything to start with. 
Performing tasks and solving problems is 
usually a case of following up on a due 
given somewhere or making a logical de- 
duction about what to do with things. 

The other chancim 
in the game are 



shapes and sizes. There aie drotds and 
computers, humans and aliens, all of whom 
may carry useful objects or be able to 
perform tasks for you, Dealing with them 
isn't always easy because they may noE be 
in a good mood or even able to help. As in 
Spellbound you will have to look after 
characters' welfare in order to make them 
cooperative, but you'll have to watch out 
for your own as well. 



not 
er- 
fern, 



Throughout the game there are mar- 
vellous touches of detail and humour that 
reflect the hard work and personality put 
into it by David Jones the programmer 
You 11 come across ail sorts of smart re- 
marks and great features like the view from 
the bridge of the ship as it moves between 
planets. One example of the detail and 
humour is when MK wean a gas mask - if 
he ihen tries commanding the other charac- 
ters all they hear fcs 'a muffled voice 4 and 
then go about their business. 

There are a massive number of pro- 
blems to crack and things to do. You'll 
spend the first few hours just working out 
everything in 
xploring die 
planets 
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Ma^ic bright stttl 
in hii dnnour but 
HOW nKonrd a 



tjn 1 y &nc of 

window 




J i 



Character* who 
move freely 
around the g-cifi^' 



o graphics are line only disappoint- 
ing part of the game because Ihey Lack 
colour, Tho soundtrack plays throughout 
and is very pleasant. Bui what really bowk 
you over is the humour, detail, puzzlee, 
difficulty and size that at a delightful £2 09 
blow roost full price games out of sight 
Budget games of [his high quality should 
shame many full price software houses m Jo 
getting their act together. 

BW 





difficult 



Interaction with other characters to 
elp aud hinder. 

Great features like space flight and 
? Importer. 

Good accompanying music- 

All this for £3 - a remarkable bargain. 



aphicft, screen aize an 
cot pur aren't all they could be on an 
JLm*trad, 
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Thin latest French import is about as low ae 
you can get - 600 fathoms beneath the 
Pacific ocean to be precise. It takes place 
entirely under the waves in a twilight world 
where many hazards and surprise* await. 
Your quest is to find the lost treasure of 
Atlantis in a mass ive undersea exploration. 

You start at the surface of the ocean 
where your character stands waiting in a 
diving bell. He's clad in a diving suit and 
one of those Large glass and rneial helmets 
seen in many a Hollywood movie. He also 
totes a gun with a limited supply of ammo to 
use on the resident aquatic wildlife. On his 
back is an oxygen cylinder, a close-up 
view of which is presented in the bottom 
left of the screen. Once he starts moving he 
isn't animated much, staying upright and 
sinking automatically {le^d in his boots and 
not his head presumably). 

The diver can travel off the left right 
and bottom of the screens but to go back 
upwards you need to press a key as well as 
moving the joystick up. A massive number 
of screens make up the playing area but as 



This g-ainc 1 docs? get a bn repenfjre, 
but that's small wonder whon you 
ihmk shout its sheer size Whenyaa 
first find a sextant and se<? the map of 
the playing area, you realise why they 
called the game Pacific. I mow. we are 
Talking vast. Plenty of nice touches an d 
some frantic manoeuvering. hut it's the 
scale that makes your /aw drop open 



you would expec' these aie limited in their 
variety. They consist mostly of very colour- 
ful corals that can be passed through, and 
more substantial rock formations thai block 
your progress. Most have routes through 
thorn but some are completely impassable 
and have lobe bypassed. 

On most screens there are fish, turtles, 
squid and Starfishes that swirr. around and 
poison the diver on contact. With only three 
Lives to play with they need to be avoided 
at all costs. This is usually easy when 
moving down through screens but if you 
appear at the> bottom of the screen going up 
it can be a real deathtrap. All the animals 
can be shot but appear in increasing num- 
bers and speed the deeper you go. 




another hie down (he rubes. It can be 
replenished at air pumps but like every- 
thing else in the game rTs a matter of 
exploring many screens to find one. 

There are several other special fea- 
tures in the game that add interest, Sertants 
allow you to see the map of the ocean and 
your position, showing just how enormous 
the playing area is. Doors lead into gal- 
leries where extra lives and ammunihon for 
the gun can be collected, but here too 
danger can lurk. Barrels of explosives can 
come in handy loo for blowing holes in 
rock, but you Med io be careful not to blow 
yourself up with them. Mines can also bring 
an explosive end to a life it run into, but 
shooting them sets them off harmlessly 

The gairteplay is repetitive 
because of 



delightful „ even if screens do repeat, and 
you won't tire of swimmmg around such a 
picturesque pond Completing the game is 
cough and will keep you going for plenty of 
time. The only problem with that is that 
having dived deep you can easily hit a run 
of mishaps that will make you start all 
again, ^^^^^ 

Big, bright and 
beautiful, with some 




The diver consumes oxygen from his 
tank the whole time, particularly when 
exerting himself, and if mis runs out it's 



game and repeat 
the sheer size of the 
nature of the screens but there are enough 
interesting features and things to do to 
keep Che player going. The graphics are 



BOOR H I W 

► More screens than a Japanese TV 
factory, 

Some beautiful undersea graphics. 
Nice features like air pomps p barrels 
and galleries* 

Tough gameplay that keeps you on 

your toes. 

N 

A trifle too repetitive in places. 
Frustrating to get a long way down 

and then die. 




nice features thrown in. Those clever 
French people who bought you Get Dexter 
and Doomsday Blues have scored again. 
Bravo. 

BW 
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ORE EN SCREEN VIEW 

YoM can see the £ah r you can see the 
corah you can see everything - 
except that is. the stunning colour 
scheme. Ah sui 

AW 
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The stunning game of the future by the 
author of the legendary TAU CETL 

<jSP ffoom Ten jssjmpleAfJdictiviefi.in with 
vr a ca P nai F - Wert P 01 together with 
neat graphics, terrific Sound and 
totaliy adsorbing Game pfay 
'COMPUTER AND VIDEO GAMES" 




C {S>§ Hot Une: 01*533 2918 



Cm. Group PLC. OS. House 9 Kmqt Crperoert KoM London 2K> 



GREEN BERET 

Iminjiflft. £8.35 tass« CI4 35 disc, joystick ur k*i* 




A Commando by any other name but fortu- 
nately not Ihe same type of game. It's al] 
about mindless killing again but on a horiz- 
ontally scrolling background rattier than a 
vertical one. The aim is the familiar one of 
rescuing captives from a heavily defended 
enemy installation, 

There are four stages in the game (ha! 
have to be completed in sequence - each 
one getting progressively harder , although 
the first is tough enough. You start at the 
raissLie base and move on to the harbour, 
bridge and prison camp. Each stage has 
different and detailed backgrounds, most 
with feamres that cart be climbed ov«r. 
Screens have tip to three levels that are 
connected by ladders and drops, but pro- 
blems are encountered wherever you go. 

The idea is to get your man to the end 
of a stage, where he has to fight a pitched 
battle batons moving to the next one« Each 
stage is broken up into several sections, so 
that if your man is killed you restart at a sei 
point ju*t before the spot where he died- As 
you move left to right across the screens 
they scroll to reveal the ground ahead, and 
while this to happening the action is paused 
momentarily. The scrolling is j&rky but the 
pauses are welcome respites as they give 
you time to think. 

Along the route you facse four typ^s o£ 
enemy soldier. The sfcrnptom just trie* to 
ran into you, while others aim flying kicks 
at your skull. Even more dangerous are Che 
ones with guns because (hey try to follow 
you, iT:d Qccagsionally shoe! bullets that 
have to be ducked ox grenades that have 10 



— 




KUNG-FU MASTER 



us 



Ye I another conversion of a popular arcade 
game featuring martial arts this one being 
less concerned with presenting a wide 
range ol manoeuvres against highly indiv- 
idual opponents, and more in le rested in 
killing as many things as fast as possible. 
Such violence has lo be in a good cause o! 
course* and in this case tt's rescuing a 
damsel in distress al the top of a five storey 
building. 



SECOND OPINION 

Thv graphics are a bit crude and the 
smart acdon window scrolls badly > but 
those aren V too worrying. The real 
disappomtment comes with the 
gamepUy, which gets very frustrating 
vi? ry quickly. There docs seem to he 

unhealthy element of chance to 
things, and all that waggling soon gets 
on your nerves. 

AW 



You enter each of Ulc five levels from 
an incongrousiy ht-iech lifl taking you into a 
scrolling corridor. You have to make your 
way along lo another lift which takes you up 
to the next floor. Needless lo say, *11 sorts 
Of nasty things Crying to stop you. some of 
which can be dispatched with punches and 
kicks while others can only be avoided. 

On level oner the opposition is fairly 



straightforward, consisting of 'henchman 
and a guardian at the second lifl The 
henchmen run towards your white clad 




character and try co grab you. They can be 
punched or kicked oui of tne way. but once 
Ihey've got you in their evil embrace you 
have to waggle The joystick to get nd of 
ihem All The tarn* that they hold you an 




be jumped. There axe also Commandants 
who behave like simple soldi e rs - but when 
kilted provide you with an extra weapon. 

On the first stage this is a flattie 
thrower, which is beat saved for the end of 
the stage since it only fires three tEiue& The 
only ottiex way to kill soldiers is at close 
<]uartexs with a knife - which lakes good 
timing on the fire button* Ycm cam avoid the 
enemy either by climbing Udders or by 
Jumping, but this is even more hazardous 
Sometimes you may end op with three men 
chasing you, but ihii isn i necessarily a bad 
thing because riflemen won't shoot you if 
you're dose enough. They move at ih© 
same fpeed a* you and, because only three 
soldiers are allowed on screen at once, It 
reduces the chance of unpleasant 
surprises, 



SECOND OPINION 

if you only buy one gung-ho game, 
make it this one. lt 4 s get real tw&~£isted 
arcade action that you just can 't tear 
yourself away from. Great graphics, 
tough tuning and a load of nice touches 
all add to the addictivaness* and the 
weapons give the gameptay a tactical 
Angle too Green, gruesome, great 
stu&! 

AW 



well P with Ccinrrtandants providing 
grenades and rocket launchers instead of 
the flame thrower. You'll love the graphic- 
effect of the flame thrower - very 
bloodthirsty. 

The gamoplay is extremely tough with 
enemy force* constancy coming at you - 
but it'i also very addictive as you straggle 
to get a bst further through the game and to 
outwit the enemy soldiers. DespiiG ihe 
jerky Broiling the graphics are good, par- 
ticularly when you u*e the flame thrower, 
and the sound accompanies ihe action with 
a oompulffve rhythm. You do get into 
'impossible 1 situations where death is 
inevitable, and thus is frustrafeg, bu: not 
often enough lo spoil the addictive noss. 
MindJew and violent, but great tun to play. 

BW 



GREEN SCREEN VIEW 

Everything's visible, but the 
flamethrower effect loses a lot. That 
beret looks just fine though. 



aw 









GRAPHICS 


81% 






10% 




GRAB FACTOR 


ss% 




STAVING POWER 


84% 




A A RATING 







Other hazards include mines, which 
have to be jumped aver, and mortar$. On 
later etagee your weaponry changes as 



Four very difficult stages, 

Compulsive, Addictive game play . 

Well drawn Mid varied graphic 
background*- 

Variety of features that need good 
reactions and tactics. 

Sound accorn paries the action well* 



ScroLUa g is J erky * 

Mindless, violent games may not be 
your cup of blood, 



Beret vs block belt 

On the surface Green Beret and Kvng rV 
faster hove very ilnmlor gameptey, but one 
is highly oddrcHve and gets o RAVE while the 
other Is mote frustrating ond doesn't. The 
moin difference between Ihe two ties in the 
difficulty level which hai been *tw*aked T fust 
right for OB but not for KFM. 

Both gomes feature the tome- riming 
problem when knifing or kicking on opponent 
ot dose quartern but on GB you jus* die ond 
restart, whereas en KFM there is the frustr- 
ation of having to waggle the joystick to get 
free. On KFM ycnj don't hove Home throwers 
or rocket launchers to spice things up. 

KFM doesn't use the screen to fit in as 
much action either as it uses o smaller 
window, while G3 allows you to climb lad- 
ders, \vmp gaps and fall down. But Hie main 
problem on KFM Is simply the sheer weight of 
the opposition and their random betaviour, 
which moke It horribly difficult to progress 
and a little dependant on luck. GB requires 
more ski! I against a tough opposition that 
keeps you coming bock for more. 



energy gauge is running down, and if it 
runs out you are returned to the Jift to try all 
over again. 

If you gei to the second lift you are 
confronted by the guardian* who you have 
to hit until his energy gauge reaches »ro B 
allowing you to pass into the lift. These 
guys are pretty lough and you'll need mos( k 
if not all. of your energy to deal with them 

On the second level things are much 
tougher because there are a whole host oF 
new enemies- Rrsl of all come jars, ball* 
and globes that fall from the ceiling. The 
jars and bails change tntosnakes and fire 
breathing dragons when they hit the floor, 
while the globes pulsate and then explode 
into instantly lethal fragments. The snakes 
scurry ak>ng the Door and have to be 
jumped, while the dragons can be killed for 
a big bonus, but have nasty fire to threaten 
you with. 

H you can get past ihcm you're fared 
with more henchmen, plus knife throwers 
and dwarfs. These appear in large num- 
bers and in ejciremely difficult combin- 
ations that make life vety tough indeed. 
The dwarfs can be done in with squat kicks, 
or jumped over, while the 
knife thrower 



has to be hit twice. His knives can be 
ducked or jumped but sap a lot of energy if 
they hit you. ifs very tough to pass ihis loi 
because they clamber ail over you r and 
even if you do there's a nasty guardian for 
whom you'll need plenry of energy. 

The garnepldy is frustrating not jus! 
because it's difficult but also because it 
involves a lot of luck and 'impossible 1 
situations. There are ways of dealing with 
everything, but i think many people just 
won't receive enough encouragement to 
keep plugging away. The variety of oppo- 
nents provides plenty to do if you do get 
stuck in. and with enough practice it is 
possible to overcome the odds. The 
graphics are okay, although Che scrolling 
window in which the action takes place is 
only half the screen size. The sound eftects 
are reasonable but There isn't any music. 
Certainly a challenge but ihe repetitive and 
daunttnq action may be loo much for some. 

BW 




B A D HEWS 

+ Difficult and frustrating by the second 
level 

► Fighting doesn't have as much 
variety as the opponents. 



COOP HEWS 

Five very tough levels to complete. 
* Variety of enemies to batUe- 

► Colourful graphics and decent 
scrolling, 

► Different typos of punch and kick 
moves. 



GMfttlCS j 
SO NIC 5 

STAYING POWIR 



A A RATING 



GRAHAM GOOCH'S 
TEST CRICKET 

Auili&ytmit, £9 95 cass r CI 4.35 disc, joystick 
only 



This review is being written just after En- 
gland managed to get all out for 102 in the 
second lest against India, If things are still 
thai bad (or worse) then this game will 
come as a great relief to anyone who's 
convinced they can pick a belter team and 
play better. Initially the game is set tip for 
play between Endgknd and Australia, but 
more even contests like England versus 
Japan or Greenland can be arranged. 

There are two squads of 20 players 
who can be altered to any you choose and 
saved for later use. The batting and bowl- 
ing average as well as bowling speed is 
entered for each man and will be xeQccucd 
by his performance in a match. There are 
four types of match thai can be played, 
three one day games over 40, SS or 60 
overs, and a full test mutch. These can be 
played by one or two players, and in 
'simulation' or 'arcade' modes. 



SECOND OPINION 

Not much here in the way of 
g&mepi&y. but the graphics are reaJly 
very nice. Don t bother with the 
arcade option -just sit back and 
watch. Very relaxing. 

AW 



Having made all those choices; picked 
your eleven players, allocated a skill level 
in arcade mode, picked a wicket -keeper 
ar.d slip fielder, and tossed the COtn for who 
bats first - you can get on with the game 
itself The nature of the game depends very 
much on whether you pick arcade or simul- 
ation mode. 

The screen views are exactly the same 
in either mode: the bowler coming up from 
the bottom of the screen lo bowl at the 
batsman at the top. and outfield screens 
appearing whenever the ball is hit on the 
offside or legside. In simulation mode you 
merely decide whether Che batsman plays 
aggressively, normally or defensively, and 
whether yon have an off or leg side attack 
when bowling 

Arcade mode has a lot more action 
with you having to time each batting stroke 
and waggle the joystick for bowling lo get 
the bowler to give maximum effort These 
two modes should suit most players 
because you can either just sit and watch 
the effect of your choices oi really get 
involved in the thick of things. 

The animation for the main and outfield 
screens is good, but you can't actually do 
anything on the outfield ones. The number 
of options means you can tailor the game to 
suit yourself and provide a challenging 
game at whatever your skill level. Crickcl 
fans should love it but others may find the 
lack of variety in the gameplay rather 
boring. That's cricket for you. 

BW 

GREEN SCREEN VIE W 

Looks itne - but then it would, 
wouldn't rt 

AW 




The bolvmon 
awaits c delivery 
a i the top of ihe 
Screen 



W S 



► Choose your own teams. 
Simulation and arcade modes 

available. 

► Plenty of options lo suit the player. 
Nice graphics lor the playing screens. 



& 



H 



► Gameplay is very repetitive with Little 
skill involve dn 

► Probably only of Interest fo cricket 
fans. 









GRAPHICS 
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WORLD CUP 
CARNIVAL 

US Gold, f 9.95 ta$& f 1 4 .95 disc, joystick or 
keys 



Ftisily we must apologise for the fact that 
this review appears allei ihe World Cup 
finals are dead arid gone and too late to 
warn many of you of the extraordinary 
furore surrounding this game. This is 
because we didn't receive our production 
review copy until alter last issue's dead- 
lines, Not being a cyncial person, I'm sure 
it's purely accidental that US Gold didn't 
manage to put out early review copies - it 
waan'l the lad that nobody wanted us to tell 
you the truth about thus product. 



SECOND OPINION 

A real professional foul by US Gold. 1 
mean. 1 feet completely outraged by 
their behaviour and ! didn 7 even buy 
the miserable game. Maradona is Mr 
Honest in comparison. 

AW 



The truth i« that it is little more than a 
re-issue ot Artie's ageing World Cup game, 
very slightly enhanced, but packaged lav- 
ishly to make it sell. It comes with posters, a 
badge and a special competition. The only 
problem is that the competition is already 
over, mosl of the packaging is now use loss, 
the original game cost only £7.95 a year 
ago and is available at knock down prices 
today And \t was never much good in the 
first place. 

The game itself allows up to eight 
players tg play in a knockout competition 
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either against each other or the computer, 
This takes place on a horizontally scrolling 
pilch where you control the player nearest 
the ball. The scrolling and player animation 
is jerky while the gameplay lacks depth 
with little possibility for passing manoeuv- 
res or skill The 'enhancements 1 are three 
practice screens that load separately. They 
are for ball control, penalty taking and 
penalty saving. They aren't very well done 
graphically, are very short on gameplay 
and have absolutely nothing to do with the 
main game at all. 

My advice is this: if you've got World 
Cup from Artie don't buy this game. Tf you 
haven t got it and really want n then try to 
find the original being sold off cheap; and if 
you can't do that then buy Match Day 
instead because it's a belle r game. The 
most annoying thing about the whole 
episode is that US Gold didn't make clear to 
the public that this was an 'enhanced ver- 
sion of Artie's game, and that's unforgive- 
.ih]c Qui ratings are from the point of view 
Of someone who already owns World Cup, 

BW 



* A* a two player game it has some 
merit. &ui only if you don't have the 
original. 

> Alter the violent response to this 
game I shouldn't think any one will 
make this sort of mistake again. 



EYE SPY 

Americana, £1.99 cass. joystick ot keys 



Americana is the new budget label of US 
Cold bui is rather inaptly named in this 
case because the game was written by 
English Software. It's similar in many way lo 
Thing cn a Spring but has a sung in lis tail 
where you have to solve a riddle to com- 
plete the game 

The main character is a bug eyed 
being (surely the mosl unlikely looking 
detective) who is given the task o( finding 
which of seven men is a murderer. To find 
the guilty man he first has to gather eight 
clues from a complex of rooms These are 
joined by corridors and shafts which Eye 
Spy navigates in a shuffling walk or by 
jumping over steps and obstacles. The 
rooms take the form of platform screens 
which ES has to get around to collect the 
safes that hold cities - 



SECOND OPINION 

Great music, fun gameplay, but the 
graphics are un watchablc Hickery p is 
pu (tin g it mildly - some semens 
judder so much you can hardly look zt 
them. Shame, 'cos it's a nsce game 
otherwise. 

AW 



Not all the safes contain a clue and Ihe 
ones that do change for each game, so most 
of them Will usually have to be visited 
Guarding the sales are various monsters in 
each room which sap £S s energy when 
they touch him They move in patterns and 
can therefore be avoided with a little pract- 
ice However one room a Hows you to re- 
ntenish energy and the Time limit that runs 



e 



w 



P- Basically a direct copy of Artie's 
World Cup, a fact which isn't made dear 
on the packaging. 

► The enhancements are very weak 
indeed. 

► The scrolling is jerky and the 
animation poor. 

► The gameplay la frustrating and 
repetitive. 

^ The presentation was only of interest 
before the World Cup. 

► The fime costs tZ more now than tt 
did a year ago. A shameful rip oil. 

GREEN SCREEN VIEW 

I can only see red over Ms one, 



AW 
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It tSfi\ just 
hooligan* ihof 
give Football o 

bad nurne 









GRAPHICS 
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SNODGITS 

Sp4tEkiers r CI .39 cass, joystick or keys 



It s a little unfortunate that the insiruciions 
for the game are much mare complicated 
than they need be and will probably con- 
fuse you no end before playing. Once you 
have played the game you'U iealise how- 
aimple in fact it is. 



SECOND OPINION 

The graphics reaJly take chunk mess 
too far and the colour scheme's 
revoking, but the garneplay is 
certainly original and entertaining. 
Ugly, but fun, 

AW 



ll takes place in one of five different 
mansion* recorded separately on ihe tape. 
These all start off with two floors and a 
number of rooms shown on screen in voj y 
big 3D graphics. It's often difficult lo tell 
exactly what's going on and to control year 
character Benton the butler accurately but 



down. There are also a couple of instantly- 
tfcadW rooms from which Lheie is no es- 
cape ll you get caught by fine or wafer r 

When all the clues are obtained you 
can get a riddle, the answer to which 
reveals the murderer's identity, leaving 
you to return to the courtroom to complete 
the game. U won t take long io explore all 
the rooms but some of them are quite 
difficult and will keep you going tor a 
while. The graphics are very flickery but 
the boogie-woogie music ('Johnny be 
Good*) is excellent and plays throughout 
the game. May not take too long to crack 
but the murderer and riddle change each 
time so it's a lot of fun for only a little 
money 

BW 



GE£E*T SCREEN VIEW 




None of those garish colours* but 


the 


flicker s still just as ba)d. 






aw 
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fr- E x cell en i boogie-woogie music, 
fr- Very ea»y to control and cute main 
character. 

> Some tough screens On which to gat 
safea. 

► A tricky riddle at the end of things. 



* Graphic* *are Terr (Uokery. 
Not tlial many screens. 




Bug -eyed spy with 
the gome mop 01 
bottom k?ft end 

above the energy 
and time gauges 



GRAPHICS 
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mm 


GRAB FACTOR 






STAVING POWER 


67% 


mm 


A A RATING 


16% 





this isn't much of a drawback. 

As the butler you have two tasks: to 
serve the Snodger Family who live there, 
and lo discover the culprits who have been 
stealing ihings from the house. A member 
of the family will ask for an object which 
you have to find and take to them. When 
you do this you get a chance lo solve a clue 
and identify a thief. Catcjung a snodgtt will 
give you another crack at il if you got it 
wrong. 

Once three thieves have been caught 
you move into a bigger mansion in which io 
solve rhe crimea. The graphics are certain- 
ly big and bright, but don't really look very 
good. The game is quite intriguing to start 
wiih but once you've worked out what 
you're supposed to be doing there are a 
number of lingering frustrations that cause 
problems, 




GREEN SCREEN VIEW 

A considerable improvement &s:£ar as 
fm concernod. 

AW 



Different houses that get bigger for 
new games. 

* An intriguing!? different game task. 

* Variety of arcade action and puzzlin g . 



E 



W 



* Unnecessarily confusing instructions 

► The game could be simplified slightly 
to its own advantage, 

► Graphics don't help the garneplay. 



GHAPHFCS 
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mmm 


ionic* 


48% 
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BUSTER BLOCK 

Kuiiiri, fG 35 Criifi, joystick m kti>{\ 



Remember an old arcade game called 
Pengo where you had to push blocks of ice 
around to kill creatures. Well this is a 
derivative that has far more complexity to it 
and a whacking 400 rooms to explore. The 
rooms are arranged as a large maze which 
you have to explore and complete 26 levels 
of. 

Each room is constructed much like a 
screen from Facrttarz with corridors made 
up of blocks and inhabited by various 
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monsters. There are exiss from each screen 
chit toad to another and when you find the 
righi one if will take you through to another 
level of the game. However Hie re are 
plenty of obstacles to overcome on the way 
because most screens are very cluttered. 



SECOND OPINION 

A really fun game r with a surprising 
amount of depth to jf. The graphics 
may be weak, but the different kinds of 
block and monster make for good 
compulsive gameplay, 

AW 



There are 16 types of block and 8 types 
of monster that appear in differenl sections 
The blocks vary in their behaviour, which 
you'll need to recognise id survive Song. 
Moat of them can be pushed by your little 
bird-tike character but behave differently 
afterwards. They travel at different speeds, 
bounce, crumble on impact with some* 
thing, and keep moving round comers. 
There's even a block that will toleport you 
to another pan of she game, 




The monsters also have different char- 
acteristics of speed and movement, and 
seme can push blocks which you can 1 !, All 
of them can be flattened by a well timed 
push of a block but if you run into them, it 
costs energy. Energy also slips away with 
time or by ranrurig into a block coming 
towards you but is replenished al the end of 
each level. 

The graphics are adequate with each 
level having a different colourful surround 
and the sound effects axe in a similar and 
pleasing vein to the author s previous game 
Fruity Frank. Ws not as addictive a a iss 
predecessor but there's certainly a lot of 
screens to get round and things to deal 
with. Fairly mindless but fun to race around 
for a while_ 

BW 



GREEN SCREEN VIEW 

Perfectly playable. 



AW 



w 



* 400 screens to get through, 

^ Plenty of variety in the blocks and 

monsters- 

> Most screens are packed with action. 
^ Quite addictive and mindless 
game pi ay. 



► Screens become rather unif after a 
while, 

fr- Not clear when or why one level ends 
and another begins. 



GRAPHICS 
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mm 
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CONTAMINATION 

PSS ERE, ISM eass. £14 SS disc, joy stick nr 
keys 



Interesting scenario, this, Sot m the future, 
the world is being swept by disease 
epidemics. You are in charge of eliminating 
the threat to mankind by controlling the 
contamination and developing anti-viruses. 

The action occurs in two basic settings, 
a map of the world where you can examine 
the situation and decide on a course of 
action, and a laboratory where you can 
work on developing anti-vi ruses to deal 
with epidemics. The game begins with a 
single outbreak of disease somewhere in 
the world, but from there on you'll be 
fighting a battle against ever increasing 
odds 



SECOND OPINION 

Ten out of ten for originality t but minus 
several million for gameplay. Aside 
from the standard 'assemble things in 
the correct order' puzsle& r you ;u$t 
have to do the same things over and 
over again. Mechanical and boring. 

AW 



There are several ways of dealing with 
the initial outbreaks to try to buy time m 
which to develop the anti-virus. The two 
most suitable are a sanitised cordon or a 
'terre brulec' (scorched earth policy) 
which will restrict the disease for a short 
time. Neither are popular with the local 
people but they're preferable to using the 
nuclear bomb option, which certainly 
wipes out the disease but takes the people 
and your job with it 



I 

— 



The- ihrrot to ;he 

world frprt 

disease hos begun 
wall i on outbreak 
ir» the for east 



Once you've got an area temporarily 
under control you can take a sample back 
to the laboratory to work on it. You're 
presented with a view of the computer in 
the lab with a menu of six options on it. The 



BATMAN 

Ocean, C14.3S disc. PCW 82S6 851 2 



it's hard to believe I know but ou* ctestkc 

game has been converted for the PCW 
machines. It's The first real arcade game to 

make the transition bul other* look m* W 
follow the same path, and they'll have a lot 
to live up to. 

The game is exactly the same as on the 
CFG machines, but naturally there are two 
big features about the machine lhat affect 
play. The Aral is the current Lick of a 
joystick interface, although this may coon 
be remedied, and the second is that it has 
to be played on a green screen. Fotta- 
nately neither of these should del i ad much 
[rom the game because the fantastic puslei 
and addictive action are sun there \r% a 



SECOND OPINION 

Amazing stuff - one of Arnold fe 
greatest games, now showing on a 
Joyc& near you. Hear thjt sound, lock 
at those graphics, marvel at the 
achievement 

AW 



shame to nruss all those lovely colours but 
the screen design is snLJ very *t?r*c!ive 

For those of you who don't already 
know about the game it s a ISO screen 
arcade adventure in "isometric' 3D. It stars 
just one ol the dynamic duo as he searches 
the bat cave for four pieces of equipment 
and the sever- parte of the balm obi )e A lull 
review appeared tn our May issue fNo.B) 
and suffcee n to say the game has Sost none 
of its appeal Please note that the ratings 
we've given here reflect on the capabilities 



first one you'll need to use is the one that 
identifies the virus. This shows the ele- 
ments in the vims (a chain of symbols) h its 
virulence, whether an anti-virus es'-sts and 
allows you to name it. 

The battle against the epidemics is 
very much an uphill one. which To start with 
is very intriguing because of its original 
concept. However as you uteri being 
overwhelmed by disease and the map goes 
black with epidemic symbols the process of 
analysing and cr earing becomes repetitive 
and wearing, depressing even. There's a 
tough challenge there, but the game needs 
more variety. 

BW 

GREEN SCREEN VIEW 

Readable, playable and pretty 
forgettable. 

AW 



fr- Highly original game concept 

* Creating and testing anti- viruses is 

absorbing. 

> A tough one to do well at. 



► Quickly becomes repetitive coping 
with epidemics In the same fashion. 
There's little reward when you do get 
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of the PCW'i and therefore the sound rat- 
ing it more for efiort than quality and the 
lade of colonr graphic* do** not detract 
(xora the rating 

Thi* may be Die first arcade game to? 
tfie PCW machines but it's certainly going 
to be bard to beat for quality in the future 



Indeed PCW owners wiJ) have to be careful 
ih*t they don't get too hooked and forget 
what the machine was originally intended 
for. Far iioni being; the 1 business- yftly 1 ma- 
chine in AmsrrscTs range the KJW's couJd 
join the CPG lange as being family' 
machines. 




The coped 

grt-ai In gr*en as 
lia'f ever been 



E 



I 



e> Over ISO locations 

* Beautifully designed screens with Iota 

of variety . 

► Re^Jy wicked pussies, to solve. 

^ Nice touches of humour. 

t- The first arcade game for the FCW's. 



* It 1 * a real sbam* i^s only in oxeea. 
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things rights 

► Lacks variety and depth to the action 
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.LTDOWN 

At 1 1 gain r EB 95 casi. E14.95 disc lor E12B. 
oystitfc or keys 



A game about a nuclear plant approaching 
a meltdown is rather badly timed in the 
wake of the Chernobyl disaster - ft little loo 
close foi comfort However that's yusi un- 
lucky (or perhaps lucky?) tuning for Al- 
legata, who have tried to do something 
different by hanng a special disc version of 
the game for the G120 thai sports digitized 
speech, 

Your job is to stop the reactor melting 
down by getting through the throe levels of 
the piant Each level is composed of 64 
rooms in which yon have to find sir com- 
puter terminals and play simple, bui frus- 
i rating, 'mini -games - to achieve code 
words that take you io the next level. 
Between levels J and 2, Z and 3, and at the 



end of 3 arc further intermediate games. 

The 64 rooms on each level are shown 
in 'isometric" 3D and are connected by 
sliding doors that open automatically when 
your character waller mto them. Most rooms 
are full of hi-tech machines and furniture* 
but they don't look as good as the rooms in 
Gat Dexter. The character you control 
walks by sliding his feet unnaturally along 
the floor and jumps by performing a very 
strangely animated somersault, 



SECOND OPINION 

The mam game is graphically very 
disappointing and /ire sub-games are 
just appalling. The only thing ihat 
keeps you going is the incredible 
frustration of losing passwords, 
landing on robots ' heads and the like 
Do you really need this kind of 
aggravation? 

AW 



En many rooms there are defence sy- 
stems that have to be -dealt with or avoided: 
white suited men who will fire streams o( 
bullets at yon, hovering spaceships that do 
the same and mobile dustbins They can be 
ahoT with your laser but are capable of 
reducing your shield io nothing 
ihemselve*. 

Should you succeed in finding all your 
codes you can take a Lift to the first inter- 



mediate garn« called 'The President's Brain 
is Missing \ where you collect bits of the 
brain from platform screens lo allow access 
to the next level When you look at the 
package as a whole it's got some impress- 
ive qualifications: 192 rooms, 18 mini 




games, 3 intermediate games, good speech 
(6123 only), reasonable multi-colour 
graphics and many other puzzles wiihin the 
game itself. Yet with all this it's still hard to 
work up much enthusiasm. The problem 
lies in the gameplay: the man is awkward to 
control at times, death cart come far too 
easily and ruin much hard work* and mini 
games can be frustrating and obscure. Most 
importantly of all is the fact that it may Jook 
an impressive package but when each part 
of it is examined separately they look very 
ordinary indeed. 

BW 

GREEN SCREEN VIEW 

Some of the sub-Raines are unplayable 
in grw^. But tfien some of theiji are 
unplayable in colour! 

AW 



W 



P- IK rooms On three levels. 

► The intermediate fames are a nice 
addition. 

Good speech for the 6128 version. 

► Plenty of depth and things io do. 



N 
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► To get to many of its features you'll 
have to play for hours/ days. 

► Frustrating and difficult to start with, 

► A good package but the individual 
elements lack polish. 
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BLADERUNNER 

CEL. tG.85 cass, joystick di keys 



The film of the same name became some- 
thing of a cult, but the game has come too 
late Id benefit much from that, h puts you in 
Harrison Ford'i role of the bounty hunter 
trying to 'retire 1 24 rephdroids from a maze 
of caty streets. 
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The gam* is composed of two basic 
sections: an overhead view of the maze of 
ciiy si reels whore you ]ocate the replid- 
roids h and a close tip street scene where 
you try to retire them by shooting them. On 
the map you just have to move your cursor 
through the streets and place it over a 
rephdroicL This reveals what Jype it is, one 
being the easiest and six the toughest to 
deal with. Pressing fire will take you to the 
second section. 



SECOND OPINION 

The mime's great, but then it has to 
be. The gamephys mindless and the 
graphics are pretty weak, so the 
soundtrack s just About all the ff&ma 
has going for it, 

AW 



Here you see a ship descend on the Left 
of the screen and man wearing a long mac 
appears. The view is a aide on one of a 
street with a roadway In the foreground 
and a pavement above it and shopfronts 
above that. You can run left lo right along 
the street which scrolls to keep you on the 
left of the screen. A scanner shows the 
droid ahead of you and you should eventu- 
ally catch him so that he appears ahead of 

you* also naming. 

Coming in the other direction are pad- 
esiri&ns and oars, these knock you down if 
run into but one only loses you time while 
the other is fata). The bounty hunter can be 



moved up and down the street as he runs 
and when level with the droid can shoot 
him. However the droid may shoo? back 
depending on its type and you risk hitting 
bystanders instead. 

The scrolling is nicely done and com- 
bined with the excellent soundtrack make 
quite compulsive action. The only problem 
is that it's a] I rather repetitive and simple, 
Fun for a while hut probably won't keep 
you hooked for long. 

BW 




stands by hli itilp 
In a crawdtd city 



W 



i> Excellent soundtrack plays 

Ihrouy houl the game* 

l> Nice street scrolling (even though ith 

qu:tr j^rky) ,ind inirfLatiost 

s* Higher at age droids are quite lough. 



1* Action is repetitive and simple. 
+ The map screens are pointless. 
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TOBRUK 1942 

PSS, £9.95 Cass, CI 4.95 disc, joystick er toys 



The masters of Amsirad war gaining are on 
the offensive again, this time with a re- 
creation of the battle in North Atnca in 
1942. It cakes [he same form as their previ- 
ous war game:* in that it includes optional 
arcade sequences (or those that prefer 
them to straightforward strategy. 

The map on which the battle takes 
place is only one screen in size and shows 
the axis and allied unite, allied occupied 
cites;, minefields and terrain « In a one 
player game you control the axis forces, 
while in a two player game each player 
controls one of the sides Incidentally, the 
program can be run using two Amstrads 
linked via the Joystick ports using a special 
cable which PSS can supply - this means 
you can't see what your opponent is up to! 

Each day of the coniltcl is split into two 



BATTLEFIELD 
GERMANY 

Cyhercom En lewises. C8 96 cess. £13.95 diss. 



Dedicated wargamers have had a fairly 
lean time on the Amstrad, with Few good 
tides available except the PSS programs 
that make compromises to arcade games in 
order to attract a wider market. However 
this simulation of a NATO-Warsaw Pact 
conflict in Europe is likely to appeal to out 
and out strategists and people looking for a 
little more complexity than in the PSS 
games. 



SECOND OPFN1CW 

All too ptten, computer warganies are 
poorly implemented and weak ojj 
sfj-arogy This game is neither - it's 
well presented, has real depth and can 
really get quite addlctfve, 

AW 



The battle takes place on a map of 
Europe split up into hexagon and stteich- 
ing from the east at France lo the west of 
Poland The Nato and Pact forces initially 
face each other across the East -West Ger- 
man border where the fighting begins. The 
screen can only show part of the whole map 
al once, but a miniaturised one in the lop 
right of the screen ahowa the general distri 
button of forces. 

The player can control either the Nato 
or Pact forces against the computer or 
another player < but a nuclear option is only 
available m the two player game. Each 
player has lhre« ptiasas to a turn: supply 
phase - to units within supply lines, nuclear 



phase where dangerous escalation can 
take place, and action phase - where units 
are moved and conventional attacks take 
place- 

Units have a number of factors affecting 
their ability including supply ieveJ, combat 
strength, efficiency and (atigue. These 
need to be studied before attacking. Air 
support is also available but you need to 
allocate it carefully. The terrain affects 
movement and combat as well so thai a lot 
of skill, organisation and strategic sense is 
needed lo do welL 



The game lakes place over 6 or IZ 
turns and takes a fair while to complete but 
can be saved. Victory is achieved through 
capturing enemy cities and towns to get 
victory points. The computer plays a good 
game as either Nato or Pact but as ever a 
human opponent will provide more surpr- 
ises and unpredictability. An excellent 
game for those who want some depth, 
Strategy and tactics in a game . 

Please note that currently the game is 
only available direct from the author at 
Cyber com Enterprises, 16 Egdan Drive, 
Merley, WunJ^rne, Dorset BM2I 1TY. 
Let's hope .i disrnbutior, deal is soon tied 
up as it's a good product 

BW 
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Centrql Europe ti 
faced vHh the 
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so that units can move and attack twice 
during the 24 hours. After thai they can be 
resupplied and extra commands given. 
Each unit has ratings for infantry, artillery, 
armour ed fighting ve hides, supply and 
mobility. These show its fighting power and 
distance it can travel. Units can be re- 
supplied with infantry, AFV's and supply 
when they are within supply hnes but these 
usually aren't given in abundance. 



SECOND OPINION 

Quite a nice little waxcf&me. 1 em't 
help feeling that those arcade 
sequences are a bit out of place, but 
then they are optional 

AW 



A unit can attack any adjacent enemy 
unit and once it does you can choose to take 
part in the arcade screen. The arcade 
sequence consists of driving a tank ro 
destroy enemy machine guns, tanks and 
oases bases. You control the turret gun, 
machine gun and driving but also come 
under attack from the enemy forces. Your 
performance determines how well al] the 
battles go. 

This is very much in the mould of PSS's 
previous waigarries and has similar attrac- 
tion. The combination of strategy and 
arcade sequences works well, but leaves it 
short on aepth for true strategists. The 
presentation is up to their high standards 
and the graphics and sound also round, the 




GREEN SCREEN VIEW 

The o veraU map s very difficult to use 
without colour. I'm afraid, 

AW 
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* Good map layouts and use of colour. 

► Always plenty of things to do and 
decisions to nuke. 

► A good strategic and tactical mind is 
needed* 

>■ Well thought out implementation thai 
makes good use of the computer. 



► War games never do appeal to a mass 
market, 

P- You may think the s ub j ect nutter 
unsuitable for a game. 
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game oft nicely. You may find it a hule too 
similar to their previous war games but 
with the new setting and good arcade 
sequence it 'a still good value. 

BW 



► Good mix of arcade game and 
wargame. 

P- The arcade sequence is well done. 

► The game can be played on two 
connected JLmstrads for full two player 
effect. 

P- Intelligent computer opponent. 



B 



N 



► Wot quite enough depth in the 
strategy. 

^ Can't play the allied side against the 
computer. 

GREEN SCREEN VIEW 

No problems at all with this one it's 
got a green-screen option. 

AW 
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Ocean, £8 96 cass, joystick or keys 



The science fiction TV series about reptiles 
invading the Earth in nibber soils that make 
them look human and severely impair their 
acting ability has appeared in computer 
form. The game takes place on the alien 
mothership where Donovan. the hero of the 
TV series who has the smouldering, passio- 
nate intensity of a dead fish, has to plant 
explosive charges to destroy the ship. 



SECOND OPINION 

Funning around and solving puny 
puzzles may appeal to you r but it really 
leaves me cold. The robots are pretty 
harmless and those nasty hamster- 
eating lizards don > even make an 
appearance. Very dull. 

AW 



The ship is composed of five 'planes 1 , 
each one being split into 2S levels; and 
each level is split into sectors- On each 
plane there is a vital I oca lion, such aa a 
nuclear reader or computer, where 
Donovam has to plant a bomb. There are 
also laboratories where he can collect parts 
ol the 'red dust' formula, which kills the 



aliens. 

Donovan moves around the ship by 
running along seemingly endless, uniform 
corridors, and by using beaxner pads to 
move between floors. Everywhere there 
are alien robots of three varieties that try to 
uiQp Donovan. Surveillance robots report 
his position to the central computer, while 
maintenance and security robots are more 
dangerous because they can be run into. 
This gives Donovan an electric shock, too 
many of which and his heart will tail. How- 
ever the robots can be shot or jumped 
over. 

A ■coInrn^arUpute^ , can be used to 
overcome many of the problems. It will 
give mfoonation on the location of the 
V axioms rooms, allow the planting of explos- 
ives, store the red dust formula and break 
the codes on security doors. 

The ship graphics are nicely done but 
the robots lack variety and Donovan is 
disappointingly animated when he jumps. 
The gaxnepiay is unimpressive, just consist- 
ing of a lot of running around with a very 
cccasional pause to do something. The 
game really needs more puzzles and ad- 
venture elements to get you hooked. 

BW 




Go take a running 
jump m the 

corridors 



GREEN SCREEN VIEW 

Everything's visible, but still no lizards 
J 4 m afraid. 

AW 
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P- A tough exploration task in a large 
ship, 

> Interesting- use of 'lizardise' language 
on communipuler. 



P- Very repetitive action just running 
around the ship. 

Not much variety Or polish to the 
graphics and animation. 
► Very little to do with the TV series. 
+ Not very re warding even when yon do 
get something right. 
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SAI COMBAT 

•■1 i* i nrsQft. tB 95 casa, £13.36 disc. joystick ot 



1 bet you all thought you'd seen the back of 
combat games and badly bruised joy slick 
hands, but creeping up on you from behind 
to deliver the latest deadly oriental blow is 
yet another one. It's a familiar story of two 
players viewed side on and in 2D, trying to 
beat the hell out of each other. 

The game sel up and moves AT* ex- 
tremely reminiscent of Way of the Explod- 
ing Fist, the major difference being in the 
use of colour, animation and variety of 
backgrounds. The two protagonists ire 
armed with more than just iheir frits, each 
clutching a deadly pole, and certainly 
aren't interested in shaking hands before 
or after alight. 



SECOND OPINION 

Those games Are all the same - work 
out one set of moves, and it'll get you 
through practically the whole way. 
Thai 's a shame because this one *s welt 
animated, colourful, and very good of 
its kind. Just not a very good kind, 

AW 



There are ten basic attacking moves 
using the pole and the feel and a further six 
moves for avoiding attacks or ]uot getting 
around. The use of them is almost exactly 
the same as for Fisl m so that players of that 
game should have no trouble settling down 
with this one. Whal 13 different -urc the 
number and sequence of opponents thai 
you face. 

There are 16 levels to get through, 
eight belts from white to black and then 
eight dans from one to eight. On each level 
you have to knock down three opponents 
before moving onto the next level where 
the fighters are more skilled. You start each 
game with six lives, but after achieving a 
certain standard you can restart at that 
point with only three lives. 




Tho bow-legged, 
pol*-lit1frd, body- 
busting fighters 



During the fights a hit it indicated with 
a noise and a graphic symbol, each strike 
reducing the fighter's energy. This is in- 
dicated by the colouring on a dragon's 
head and the fighter will go down when this 
runs out. Some moves are more effective 
th.m others thn energy Level drops ac- 
cordingly as does the score awarded. Figh- 
ters will also react and fall differently in 
response to moves but the important thing 



is that they go down and not you. 

There's a (wo player mode for those 
who enjoy clubbing a friend. The computer 
wUj provide stiff opposition for quite some 
tune but Like all combat games he is ulti- 
mately predictable and once you've got his 
pattern worked out he's a gonei . 

Oh balance it's a better game than Fist, 
but it's also a year after that daddy of 
combat games. The changing back- 
grounds, improved animation, sound and 
colour are all nice lo have but can't disgu- 
ise the almost identical gameplay to Fist. If 
you're now to combat games then take a 
look but otherwise forget it. 

BW 



GREEN SCREEN VIEW 

You can see to fight, but the scenery 
isn t so pretty - always Assuming 
you 've got the time to admire it 
anyway. 

AW 



6 0 0 P news 

Nice animation anil detail OA the 
fighter e. 

* 16 levels of difficulty. 

* Changing backgrounds, making* 
nice view. 



IV 



► Tory did, unoriginal gameplay. 

+ Only worth getting if you haven't got 

Fist, Way ef the Tiger eic* 
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DISC 50 

Cascade Games, f 1 4.95 disc 



This is the disc version of Cascade's Cass- 
ette 50. which costs £9.95„ and contains 50 
different games. As you might expect they 
don't come up to much when looked at 
individually but, considering each one on 
the disc costs only 30 pence, that need not 
be too much of a drawback. 

There are 2S games on each side of the 
dl4C which cart be loaded from a starting 
menu, This is where the disc product really 
score over the cassette version because 
you don't have ro fuss around trying to find 
a particular game, and il will load in no 
time at all- 

Choosing which games to Look at isn't 
easy but if you just work through them 
you're bound to come across a few that 
you'll like. Many of the names are more 
attractive than the games themselves, but it 
won't take you long to find out which ones. 

Obviously we can't tell you about all 30 
games but there are several chat deserve 
note. There's a game of Backgammon that 
can bq played against ihe computer or 



another player, and a version of Othello 
called Nemesis JV. Both computer oppo- 
nents play reasonably well but dOn"t expect 
them to hold you up for long. 

Another game worth picking out is 
Dragona Maze which is a very large maze 
game which you can explore One which 



SECOND OPINION 

These games may sound hke good 
value, but at 30p a time a lot of them 
are seriously overpriced - even the 
very best would only make mediocre 
budget titles. Rummaging through the 
Miles in search of something playable 
c&n be a tot of fun, but don f t expect to 
£md anything amazing. 

AW 



caught my eye was Trucking, a trading 
game which had a nice line in hitchhikers. 
There are all sorts of other games from the 
simple arcade variety to adventure games 
and strategy - some are even educational. 




Some of the games arc diabolical but 
with 50 to choose from you're bound to find 
some you'll like. It's only really worth 
buying for a new computer owner who 
wants io see a lot of games for Utile money, 
because you won't want to play most of the 
games more than once. Reasonable value 
but not likely to get anyone raving, 

BW 



GOOD H £ W S 

► 50 games at 30p each. 

► Good games like Backgammon, 
Othello and Dragona Maze, 

P- Very easy leading. 



n 
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► Some really diabolical games, 

I* Only really suitable for a computer 

novice. 
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MOLECULE MAN 

MftSTfcrtrttnicr. f 1 BH cftftg, joystick or ke>s 



Mastertronic'E third big game of the month 
makes it a hat-trick for Ehem - two raves 
and a Master game. This one's reminiscent 
of Cylu frut Ms a very special feature 
allowing you to redesign the whole layout 
of the game. It 1 a an 'isometric' 3D game 
(pause while toores the length and breadth 
of the country scream "Knight Lore copy ), 
where a bubble headed character has to 
collect objects from a 356 screen maze, 

The maze is a 16x16 grid of screens 
and hidden within it are 16 circuses that 
Molecule Man - that's you « has to find in 
order to escape in a toioportei. The twin 

problems you face are, (hat the maze is 
impassable In some places and has to be 
blown up 7 and thai you need a continual 
supply of anti-radiation pills to prevent 
your death. 



SECOND OPINION 

/ thought Cylu was cheap, but this is 
only half the price. It's not quite as 
pretty, FU admit, and the gameplay 
isn't quite as varied either. On the 
other hand, the screen size is larger 
and the game designer is a jiwv^Uom 
addition. Another Mastertromc Rave, 
and a well-deserved one, 

KW 



Right from the start of the game the 
radiation ts eating away at MM and to get 
those life saving pills you have to buy them 
from a dispense r. Coins found lying around 
the maze allow you to use a dispenser, but 
you'll need to be quick about finding them 
as the pills run out quite quickly. 

There are also dispensers that swap a 
coin for a bomb and these aie also essential 
for completing the game. They allow you to 
blow holes in certain sections of the maze in 
order to get at a trapped circuit or coin, or 
just lo take a shortcut. The agonising deci- 
sion is whether lo buy a bomb and com- 
plete a bit more of the game o r to buy more 
pills to live a little longer and explore a bit 
more. 

Some sections of the scenery can't be 
blown up, the distinction between types of 
scenery only being discovered by Lriai said 
error. The reed for economy and speed in 
everything makes the game tough in its 
original form which needs mapping if 
you're going to get Car. However you can 
find an easier way out by using the handy 
screen design facility that comes as a sepa- 
rate program on the tape. 

This program allows you either lo edit 
the existing game screens or create 256 
new ones of your own- You can use any of 
42 different objects in the construction, but 
the game will always be completed by 
collecting 16 circuits and getting to the 
transporter pad. The designer program is 
very easy to use and oi course allow* you 




to save your creations. It adds that some- 
thing extra that will keep you with the game 
for longer than usual. 

The graphics are disappointing 
because each screen is only one colour, but 
the objects are quite well designed. De- 
spite not looking that hot the testing game- 
play of the original layout and the ability to 
design your own screens make this a really 
worthwhile buy at only £1 .99. 

BW 
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TN* trending 
machine sells 
bomb; to blow 
holes in fhe 
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to fc&ep you a\**E 



GREEN SCREEN VIEW 

Some screens can be a bit murky* but 
nothing serious. Otherwise, there isn 't 
a whole lot of difference. 



6 0 
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* 25b screens is a lot, 
^ The original layout is good and 
pr o v id es a tough game. 

► Exploration and panic gam ep Lay are 
addictive. 

Maze design adds a lot to the life of 
the game. 

> The price! 



^ JU1 screen* W1 a single colour . 
*■ Rather unoriginal fame concept.. 
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Expect the 
unexpected and 
FIGHT for your LIFE 

in this all-action 
arcade chart-topper. 
Master the ten moves 
and you may just 
survive the deadly 
exponents of the 
martial arts only to 
[meet them again in 
the Temple. You must 
beware of your 
enemies and their 
individual 
^weapons . . . they'ri 
jjpt immortal but the 
; neither are yg 




spectrum 
commodore 64 

£835 

AMSTRAD 





Mikie — he enrages 

the teaches and 
enraptures the girls! 
His knock-out frantic 
fun loving plays 
havoc in the 
classroom, the locker 

room and the 
cafeteria. This high 

school high-jinx 
features "Hip-Zap", 
'Door Attack' and 
crazy pie fights but 
can he hand his iov< 
tetter to his girlfrie 



SPECTRUM 

£7.95 

COMMODORE 64 



AMSTRAD 



If you think you 
talk your way o\J 1 
trouble, beware 
you may be talkf* 
you way into ir 
Interactive bubt** 4 
speech adds J 
further dimensio 1 
the superb 31? 
graphics of thi 5 
^arcade style thri^ 
adventure, j 
Gangsters of trj 
underworld ar~ 
sizing youupfc 
'hit' There is on* 
g«ho can help H • 
can find hf 



SPECTRU! 

£7.95 
£8.95 

MSTRAD 




imagine Software f 19841 Umrted 
Central Street Manchester M2 5 NS 
Tel : 06 1 834 3939 Telex: 669977 
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Coffers?! 

Play head to head or 
against the computer 
in this, Konami's first 
and best table tennis 
simulation. Just like 
the arcade original 
the 3D graphics and 
laying features such 
as the Back-Spin, 
Forehand Smash, 
bp-Spin, Back-Hand 
Return and many 
more all help to test 

your lightning 
reflexes and skill of 
touch and timingJj 



Play Green Beret and 
you'll get some idea 
of what this crack 
commando core is all 
about You area 
highly trained 
combat machine, you 
fear no man. You 
must succeed 
against 
immeasurable odds 
to infiltrate all four 
enemy strategic 
defence installatioi 

You are a marl 
a man . . . will yo 
. enemy feel yo 
markl; 
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SPECTRUM 

£7.95 4b 




COMMODORE 64 

£a95 

AMSTRAD 




r IMAGINATION! 



Screen shots taken from various computer formats 





NO EXTRA HARDWARE 
REQUIRED 





AS REVIEWED ON 

BBC TV 
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FOR THE 

COMMODORE 
AMSTRAD AND 
BBC COMPUTERS 




At lost, speech syrtheas at o price you 
con afford, SPEECH! wottas entirely in 
software faking up Jess than $K of RAM: no 
eodro hardware whateoewf Is required. 
Unhke 03her jysiems, SPEECHI has an 
unlimited uocabularv II will say arching 
you warn if fa and is simplicity itself to use 
Simply type in: "SAY I AM A TALKING 
COMPUTE© | AS EASY TO U « A S 1 2 3 
and the computer speaks 

SPEECH! has a butlHn parser which 
translates English words Into "phonemes* or 
speech pa rt to lea There are 49 phonemes 
and 8 different pitch settings which can be 
used directly by the *SP£AK command (eo, 
+ SPEAK/HEH4tDW4}so^fessormTonaricn cq- 
ea&ily be added whoever desired. ¥ou can 
change the owail ptlch with the * PITCH 
comrrtand. 

Ewry copy of SPEECH! comes complete with 
extra software: 

DEMO -shows off all the features 
SPELL —an! nnovatlve ed uoatlona I 
program, 

SAY FILE — speaks the line* at your program* 

Appitoatsans in: 
» gomes 
e education 
e business 
• utilities 




COMMODORE 64/128 
Cassette £9.95 
Disc £11.95 

AMSTRAD CPC464/664/612e 
Ca&sefte £9;9S 
DISC £14.95 

y) BBC MICROS: B* B+, Master 
Cassette £9-95 
Disc £11.95 
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tIhE RECENTLY RELEASED BBC MICRO 
VERSION HAS BEEN GREETED WITH 
ACCLAIM AND INCMDULITY-- 



8* 





sofiuimc 




H VIEWS ON 8BC-1 AND B&C 2 TV 



Saturday Superstar* (BBCH) 

This Is knockout! This Js great! . . . Wonderful! 
Very, very clever" . « , Fred Harris 

Micro Ll¥e(BBC<3] 

Rea 1 1 v good vol uef , . . Joh n Coli 



REVIEWS IN THE COMPUTER I 



The reproduction is&upf lsingly good, and 
certainly on a par with same of the more 
expensive speech interfaces I have heard. 
An excellent ( aw cost speech synthesiser 
that really Is very good value tor 
money"... ACORN USER 

T. . . Incredibly easy \q -js* The end result is as 
good as anything I ve heard this side of the 
Amiga,'' . . . POPULAS COMPUTING WEEKLY 

"Overall: on excellent pa ekage" . . , 
MlCftONET 800k 

"This is one uflJity which cannot be beaten 
on quality or price" . . , The MICRO USER. 

SPEECH! from Superior Software ss a truly 
remarkable offering A rare gem indeed. 
Superior Software hps produced a price 
breakthrough by achieving on apparent 
technical impossibility. .-.A & B 
COMPUTING 












24 HOUR TELEPHONE 
ANSWERING SEfiVlCE FOB ORDERS 



* All moil orders o» 
despatched within 24 
hours by littf-clau pcit. 

* Ftaioge onct packing it 
trea 

* faulty cassettes and 
discs will be replaced 
Immediately. 



Dept. SP8, Regent House, Skinner lane, Leeds LS7 1AX. Telephone: 0532459453 
WE PAY TOP ROYALTIES FOR HIGH QUALITY SOFTWARE 
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MAX HEADROOM 

Quicksilva'Argus Piess, £3.95 cats, joystick 01 
keys 



TV" 3 atultering mc gas tar is Ldoaliy suited to 
appear in a computer game - well he is 
compinor fjf. jifi rated after all But he 
doesn't actually crop up though until the 
end of this one because your task as Edison 
Carter the TV reporter is to rescue him 
from the dutches of Network 23, The game 
is based on the original TV play, in which 
Max is created, and draws heavily on the 
scenes involving the lifts in the Network 23 
building, 



D 



5 



SECOND OPINION 

Realty very dull indeed. The puzzling 
is trivial, the graphics are weak and all 
the floors jic ihe same. Why do aJ/ the 
great licensing deals produce lousy 



games; 



AW 



The screen is split into three areas: the 
sides are occupied by eight icon menu*, 
Lhc bottom thud ol iht* scretm is an update 
pane) and the main central part of the 
screen is where the action is. This is where 
the building, rooms and puzzles arc shown 
as you move through the game. The first 
task is io gel into the top 11 'executive* 
levels of the building by forming the letter 
E on a digital display. One mistake on this 
*creen and the lift can be sent out of control 
lo any of the 21 1 floors. 

Once on the executive level you have 
Id BfXd the four codes that will get you into 
Ihe president s level and then The code to 
One lab where Max is being kepi. Each floor 
is accessed by the digital readout screen 
and once there, a number of icons can be 
used. Using these you can access the lifts, 
gain control of the doors on a floor, check 
the floor using security cameras, restore 
your energy and search rooms, 

Once youVe gained control of a level 
the offices on it can be searched for codes 
but you'll be constantly harassed by secur- 
ity robots and the even more deadly 
Breugel and Mahler. Those sap cncTgy if 
they touch or shoot you and cannot be 
disposed of h just avoided. 

The graphics for the floors are very 
simple and the main stick figure does not 
look very impressive, but the sound effects 
and nines throughout the game are very 
effective. The game is basically just a mat- 
ter of running around searching rooms and 
trying to stay alive. This doesn't make for 
particularly thrilling action but may still 
present a tough challenge, 

BW 



GREEN SCREEN VIEW 

Everything 's visible if you can keep 
your eyes open, thstis 

AW 



S 



► Good sound throughout the game. 

* Nice use of Icons for control. 

* The? .iclion In .ilwjys dfuti ending. 



► Not very impressive graphically. 
* C am eplay is mostly just running 
around searching 1 aimlessly, 

► Max and the M-m-m-max-type speech 
promised on the packaging; don't appear 
unless you can complete the game. 



GFUPHICS 



SONICS 



GRAB FACTOR 
STAYING POWER 



A A RATING 



43 Vol 
72*/* 
6T^ 
59% 
63% 



4 + + + 




Edrfci Carter 
ttepi out of a Mf 1 
ond lufveyi on© of 
the floor* of the 
Nttwork 23 
building 



DOCTOR WHO AND 
THE MINES Or 
TERROR 

Micro Power, £11 .95 cass, ktya only 



The classic BBC TV program that first ap- 
peared over 23 years ago has made it onto 
the Amstrad after several months wait. The 
Doctor has to prevent the mining of heato- 
rute on a moon, recover plans tor a Time 
Instant Replay Unit and stop a TIRU being 
used- 



SECOND OPINION 

Graphically dismal, expensive and 
fmrly linuted in g&meplay terms. 

A&Qlfrer great m&rchanchsing Idea 
goes down die tubes. 



AW 



The game has plenty of background 
information in the scenario that may help 
you In the game and makes entertaining 
reading anyway. The game itself starts with 
the Doctor in Hie middle of a very garish 
cave complex, standing next to the Tar d is 
with the spluut 1 next to him. The spluut 
looks just Like a cat but is a handy mechan- 
ical helper, just Like K9 was on TV, 

The Doctor can carry objects around 
which he can use - one early one is a 
pickaxe for breaking through a rock wall. U 
he isn't going to use them they can be 
stored away in one of his pockets. The 
splinx can also be used to pick things up 
and carry them, and this can often be of 



considerable advantage because it is unaf- 
fected by some things thai are deadly to the 
Doctor. 

The splinx has a lisi of commands hko 
follow' and reiurn fc lhai will gel him to the 
Doctor, but you've got to conserve its 
energy and recharge it occasionally. The 
only problem with the ephnx is that k won t 
go up or down ladders or fall off platform 
edges so lhai you'll havo to carry it around 
to some places, 

The mines are inhabited by some nasty 
creatures which kill the Doctor on contact, 
using up one of his regenerations. The 
nastiest ot these are rhe robot guards who 
gei a lol of characteristics fromDaleks. 

The graphics teave a lot to be desired 
with the Doctor nickering very badly, and 
the cave and other graphics being -?ery 
garish. The tasks the Doc has to complete 
can be quite complicated, especially when 
involving the splinx, so it will give you 
plenty to puzzle over and explore if you 
can put up with the nasty display. 

BW 



GREEN SCREEN VIEW 

Garish no, fiickeiy yes. 



AW 



► Nice use of splinx to do jobs for you. 

P- Doc's tasks are quite complicated and 
will need some puzzling, 

► Nicely presented with interesting 

instructions, 

► Quite a large and varied playing area. 



a 



s 



P- Very fli eke ry and garish graphics. 
May take a deal of effort and time to 



gat far with the 


gam 




► Overpriced. 






GRAPHICS 


33% 
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SONICS 


44% 




GRAB FACTO W 


67% 
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STAYING PQWtH 


59% 




A A HATING 
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The Doctor, hfi 
spun*, ond 
something B10+ 
icoks like u poi'e* 
ppdfNS bo*, 
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the feeling of being loal 
and uteri > oncn I sealed down, the sense 
of achievement at gelling my bearings was all the greater 

The game is extremely well -presented on-screen. There is 
an attractive graphic representation of (he nearest land-mark at 
the lop right of the display with the its name on the left and, on 
the bottom half of the screen, an area for scrolling location 
descriptions and messages. 

Typing MODE flips the bottom half between 40 and 80 
column displays - a real boon for d31 users since SO columns is 
far easier on the eye if you have a green-screen monitor, and ol 
course 40 are best for colour screerul. Why Can I all adventures 
give us this option? 

Other good points about the game are numbered SAVEs, 
so that you can have up to nine positions to LOAD from, and an 
excellent real-rime element. Every so often ihe message Time 
Passes' flashes up on the screen, but for once this isn't mere 
window -dressing. For example, al one stage of the game you 
need to steal something, and unless you Qep th<> scV?iu> of the 
crime as quickly as possible, rushing through the adjacent 
locations without stopping, the police WuU catch you and the 
game ends. 1 don't believe I've ever seen time uaed In quite that 
fashion before in a game, and it adds to the realism of the 
adventure quite substantially. 



IS ST/ CHffllNGfi^JI 



*tw\c-e 



IATI0N, AND jjjjjMg^f 



EHBfiNKMENT 



ijp la CKtfiJW. Cress Stat tat. til 
5 fist of interest . 



The realism of the game also shows up in the detail of ihp 
plot and the logic behind it. For example ¥ there's a photo-booth 
near the start which only lakes 50p bits. You have eight pounds 
but no change, but if you do something like buy a paper you 
will receive the correct change for the machine, All the objects 
and disguises you require to solve the game are quite down to 
earth though finding them may be difficult. 

In fad the game does require considerable conurutmetit 
from its player, Numerous SAVEs are necessary because it tu 
possible to ruin your chances at various points by either doing 
things the wrong way or doing them in the wrong order. For the 
most part, however, when you land in the soup it's because 
you've done something which, if you were on the real South 
Bank, would have had the same effect. The adventure demands 
that you place yourself as far as is possible in the real- world, Vm 
tempted to think that this is a very good thing, but the fact is that 



some adventurers prefer 
lo dabble in un-reaJ worlds - if you're 
one of them then Old Scores might not be entirely to your taste. 

My only disappomtment with regard to Old Scor&s was the 
parser. It's perfectly adequate and can cope with some quite 
compie* inputs, but it isn't very tolerant of synonyms. So if 
you're beside a man selling the Evening Standard, BUY PAPER 
will not succeed - you have to BUY STANDARD and there are 
numerous other examples. I don't think it's thai the parser is 
particularly poor, jut that the game is otherwise of such a high 
standard that it leads you to expect miracles every time you 
press the ENTER key, 

Old Scares is well-thought out, lovely to look at (and listen 
to), and very absorbing to play. It certainly earns an entry in the 
Ptlg's Personal Top Ten, and at 0.9S belongs in the collection of 
all discerning adventurers. 

Getting Stuck into MUD.*. 



MUD hasn't received much atten- 
tion From the Pilgrim until now. 
The reason is quite simple - Two 
never been able to afford to 
ploy itl Now BT have finally 
□ I [owed me ten hours on the 
system so that I con report to you 
oil on n',y findings and (fh#y 
hope) encourage jrou Center the 
world of on-line gomes. 

Since I've been so quiet on 
the subject in the post, perhap* 
it's os wel) just to recap quickly 
what MUD is* The Multiuser Dun- 
geon is a program, written En 
about 60000 lines of Pascal 
source code, Hiot runs on a suit- 
able- (VAX or DEC) minicomputer. 
Since these items weigh in at 
about £50,000 second -hand, 
you're unlikely to find many 
people setting up MUD gomes in 
their Irving room. What's needed 
- and what's happened - k that 
a number of larger corporations 
have ticensed me software, pur- 
chased the hardware, ond now 
charge people like you and me 
on a per hour basis for hooking 
up to if. 

This hooktng*up bit Is the 
biggetf barrier ITTpla yin g MUD. 
You'll need a 'phone and a 
modem plus suitable software 
(see box). To play properly you'll 
also need a user ID and a 
password which you only get by 
taking out o subscription w]rh BT. 
However they do have a special 
system that enables non- 
subscribers to try out the system 
free of dborge for ten minutes at 
a time (see box for details)- 

All this costs money (let's get 
Mm bad news out of the way lirst) 
and Vm afraid we are talking 
rather targe sum* here. GT p s 
charging system is based on 
tokens and each token wEll give 
you six minutes of playing time. 



The mora tokens you buy of once 
the cheaper they get p but the 
bottom line Is that if you buy the 
minimum quantity (SO) if II cast 
you £10.00, which works out at a 
charge lor playing of exactly 
£2.00 per hour, 

On the other hand, if you're 
ambitious and wealthy t you could 
go to the other extreme and 
splash out on 1 S00 tokens, cost- 
ing you £150.00, which halves 
the price to £1 ,00 per hour, 

That f however, h only the 
connection charge. To that you 
have la add your 'phone bill, 
Munich on oi local call is going lo 
work out of about 4Qp per hour — 
and a lot more U you're colhrcfi 
from further ofieto\ 

So what do you get for your 
money? Well, you get a vast 
adventure, constantly changing 
as the authors add new bits and 
remove the less popular ones, 
There are currently about 750 
locations (not including mazes) to 
explore and the BT hardware 
Setup allows up to fifty people to 
play simultaneously — though 
while I was playing there were 
rarely more than ten others on- 
line at once, 

The aim of the game Is to 
amass os many points os possible 
and thereby to improve your 
social Handing with other 
players. The bottom rank (from 
nought to 200 points) carries the 
tftle of Novice, the lop (204,800 
poinli and above) the honorific 
Wizard. Wizards have aim ml 
limitless power in the game. I hey 
can wield over 60 spells, loorn 
orouncf the countryside doing 
practically anything they lake a 
fancy to, and generally lard it 
over everyone else- 
Points are gained In three 
ways - they may come as re- 
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Doomdark s fievenge $ more than adverse, migblier than a wargame 6.144 kxxrtioim4M^ tows, 126 dmactesaraJ I2ftobfe<*to collect 
Item aie jcetarcts. barbarian* d wanr&s toy and giants to rneel Btfter wwthef eofldtltons and welcoming tosches to guJdevou through cawrrc 
[fca gametoror^ormore p!c^ 

Doomdcck s fieve&ge is available now from software dealers everywhere In cose at dUfecidty wile » Bevtsftd Brtllsh Telecom Vfellirigtan House. 

Upper SI Martin s Lane, IX)NDONVOI9DL 
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AMSTRAD 

464.664,6128, 

COLOUR OR GREEN SCREEN 

TOMAHAWK -a stunningly 
realistic flight simulation that 
puis you m command of an 
Apache Advanced Attack 
helicopter Flying low over a 
spectacular 3D real world 
display with over 7WQ ground 
features - TOMAHAWK puts 
you in the hot seat- 
Ground attack and air-to-air 
interception is the challenge - 
day or night in the thick of ihe 
battleUeid Yourcombai mission 
is to locate and dest roy enemy 
ground forces. II could he 
science liction - it isn't -the 
Apache is for real ... iho 
meanest, deadliest combal 
helicopter ever. 
You have the weapons, the 
machine ...climb in and prepare 
for take off! 



ONLY ACES SURVIVE IN 



BY D .K. MARSHALL 

ADAPTED BY DARRELL D. 

Cassette 9.95 Disk 14.95 

■ Spectecu lar 3D coc kpit view 
with over 7000 ground features 

■ Authentic acrobatic 
performance 

■ Ground attack and air-to-air 
interception,, with laser guided 
missiles, rockets and 30mm 
gun 



p pier navigation and target 
tracking 

Day/Night vision systems 
Cloudy. Cross winds. 
Turbulence 

Pilot ratings - Trainee to Ace 
Impressive sound effects 
Pltolfl Motes 





Also 
available 

Spectrum 



AMSTRAD 

464, 664,6128, 

COLOUR OR GREEN SCREEN 



NIGHT GUNNER -The 
amazing air battle scenario 
that stretches you to the very 
limit -guns blazing* enemy 
fighters attack from all 
directions 30 ground attack 
sorties and there's still the 
flight back home. 




BY R J.SWIFT 

ADAPTED BY TIM MOORE 

Cassette 7.95 Disk 13,95 

NIGHT GUNNER is an action 
packed arcade game based 
upon a Second World War 
scenario. You are the gunner 
and bomb aimer whose lask is 
to defend your plane against 
Enemy attack and destroy the 
ground forces in each ol Ihe 
challenging missions, The 
rewards are high for the expert 
marksman, but beware! The 
battle becomes tougher with 
each new mission. 

■ 30 ground attack missions 

■ Realistic 3D effects 

■ Explosive sound 

■ 1 or 2 players each with 4 
levels of difficulty 

■ High score table with medals 

■ Serf demonstrating title page 
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Night Gunner 
Night Gunner Disk 
Tomahawk 
Tomahawk Disk 
Fighier Pilot 
Fighter Pilot Disk 
ATARI 

Fighter Pilot Disk 
Fighter Pilot 



□ £7.95 

□ £13.95 

□ £995 

□ £14.95 

□ C8.95 

□ £13.95 

□ £12.95 

□ £9.95 



SPECTRUM 

Night Gunner 46K □ 
Tomahawk 48/1 28 K □ 

Fighter Pilot 48 K □ 
COMMODORE 64 

Speed King Disk 

Speed King □ 

Fighter Pilot Disk □ 

Fighter Pilot □ 



£6.95 
£9.95 
£7.95 

£12.95 
£9.95 

£14.95 
£9.95 



VAT and p,&p, inclusive within UK 
(overseas inc. 5&p per cassette | 



IV* !..ni-s 

(027K) M4MB 



DIGITAL 
INTEGRATION 



WatchmoDf Trade Centre, 
Waichmoof Road. 

I I I I I I I I I I I I I I I I I cm**m> **m 

GU15 3AJ 



Please debit my Access/Visa card no. 

I 




Bqwrydate _.. 

Cheques made payable to CftgilaJ inlegraiion Ltd 
I enclose a crieque/P O- lor Total 



Trade and Export oncuiries 

wflxqmn. L J el :me QuarameE. 



Name 



Address 



words for certain actions (solving 
puzzles or perhaps helping other 
players), or as a result of finding 
treasure, or from success in 
fighring. 

lr B s this tost bit thai really 
gives MUD H* flavour. Imagine 
wandering around in on odverv 
ture game when every so often 
up crops another character, con- 
trolled by another player on the 
rind of OhOrh^r phone, who sees 
you as y*f another possibility for 
earning more poinU. Usually, he 
(or she) w\\\ decide to give you a 
good thrashing. Players in MUD 
are generally suspicious of each 
other and sometimes downright 
hostile - though you'll find the 
wfcrordi tend to be a friendly lot 
(after all P they've naming to lose 
since there's not much you con do 
against HwrilK 

Again - just lo put things In 
perspective — It's generally rec* 
kerned thai fa become a Wizard 
you'll have to put in about 1 20 
hours of "intelligent, dedicated, 
and intensive" playing, Tfaar's 
going lo cost vou a fair whack* 
though ST argue | reasonably 
enough, 1 suppose) thai as an 
interactive pastime the game 
compares very favourably with 
cFnema or theatre, 



The number of com ma rids 
available to you in MUD ts fairly 
limited when compared to, say, a 
Level 9 gome, However the list is 
added to ond amended frequ- 
ently and you II find that the 
commands that are available pre 
more than sufficient to allow you 
full scope for self- e»c press ion. My 
favourlt Is the SHOUT command 
which broadcasts your message 
to everyone In the game - hut 
anonymously. So while you're 
playing messages will occasion- 
ally flash up on the screen sayrng 
"A female voice In the distance 
shouts "What do I da with the 
small purple warifT 1 , which may 
or may not elicit answering 
'shouts 1 from other players^ 

One problem with public ac- 
cess game* like tihit one is that of 
bad behaviour. It may teem very 
clever to shout rude words all the 
time, but in MUD it will almost 
certainty get you into de&p tro- 
uble. Quite apart from there 
being laws (real laws, I mean - 
not ones in the game) about 
being rude or offensive on-line, 
(here are also Arch- Wizards who 
are much more effective. The 
Arch-Wfrards are o bond af 
very powerful beings who get 
their MUD accounts paid for arid 




MUD Hook-Up 
Dafitili 

frail H**ft * 1 HH/ 75 ta WQ/MO bamA mod* jr. tfif* *u*lw«* to qirm y*u k 
W putfTt ■top-bit. Aim&H tU tll« XhQ4#in7eairtms packagei 
tviiUbla tar thm Amifimd win lit iha bill, faui it you're un£ar1*fr rtttfJt 
With ih« vupplien. 

it mud u ** oi m nn a m»jts> » *i *#r mm $mtim< 

Evh it ft* dcsp'i ■ iflC4iiii you con lof an let ten mi**** at 
a^»*t*»f«t*f#*L4# U**UM*g, Mid than It jquzp (mpr*itmi f«*u »*nd 
affftn: V Ml «a>*cripHoa. 

fa lag an « a |uatt p amlar MTO QUEST wtitn K»kad to* ■ umint 
and amtav PROSPECT whan ■■hacl for a patiwamL Yau will ba automatic 
dally togrgad aal aft** Ian mtautlr 

tiari ffca varAAUmda at yabf AlapaaiL 
fa \dy r*cti nn \ 
&lapiab1aet) 

If alp 

tavtatory 

fti r.itif y i:pid.vnrk - iitta another pi*y*jf poaa***rtm* 
Kill (CH»MW*> toli}*c i ■ 
LEVELS - ltd iv ptayor tovata 
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STtil (eb|atft {pl*f arMfl^ated, ttttntf J - mamMg* wf to all in nm* room 
DIE (ebjeet) -**iaci weapon tor atf rant tigfct* 
O - nvna* «U currant play%rf 




can wield 
same very impressive 
Spells indeed. They'll often help 
you If you're Fn trouble, but they'll 
alio give you hell If you step out 
of line - even to rhe point of 
cancelling your subscription. Thau 
hait been warned, 

It's very difficult to convey 
on paper the feeling, of playing 
MUD. It really is extremely excit- 
ing, though somewhat intimidat- 
ing at first, to communicate |in 
real time) and to engage in com- 
bat with one's fellow men and 
women, You can matte some 
friends for life in MUD - though 
life, let's face it # moy not (att very 



long. The only real drawback 
with the tyitern at present (apart 
from cost) Is the response time. 
Sometimes you can spend an 
pwhif lot of money just waiting 
for your inpul to be processed by 
the computer and tor your next 
prompt to appear. BT are wor- 
king on this one, however, and 
the situation does seem to be 
Improving, 

Next month the Cowled 
Crusader will give you on insight 
into the way Magfc works in 
MUD, ond on introduction to 
some of the people who wield ft. 
We'll also be printing on actual 
sequence from the gome so yog 
con really get the feel for it. See 
you then - if we have^t met in 
MUD bi the meantime? 



SPY TREK 

Americana, £1.99 cass, CPC 4*4/664/6128 

This is the fkat game Tve seen on the new budget Lab^L from US 
Gold and ifs certainly worth £1 .99. J warn a bi! shocked when 1 
loaded it up. however. No way is Una game American n was 
(unless [ H m a very ihipid Filg okay, okay 1 heard that) written 
using GA C and must therefore be the first example Tve seen of 
a major software house using a utiliiy likes thai for a budget 
label. I'm suprised people don't do it more often. 

Spy Trek isn't too bad a game. The graphics are fine and 
make good use of CAGn powerful drawing features. The vocab 
ian h l enormous but the authors have senaibly highlighted 
uupoEtant phrases in object descriptions by using capital 
letters. So as a basic rule, if it's in capitals you can do some thing 
with it. 

The puzzles range from the ludicrously easy to th# infuriat- 
ingly difficult as you attempt to rescue some plana from their 
European hiding place. All pretty conventional spy stuff here 
and few surprises, though one or two of the locations are quite 
original and there is a light-hear led vein of humour throughout 
the program. 

My only grouse is that in using GACfhe authors didn't pay 
enough attention to overcoming thai annoying feature whereby 
valuable text is sometimes scrolled off the screen before you 
can read it. 1 also failed to note any mention of GAC on the 
package. 1 can't help feeling that (he label Americana is a bit 
misleading - this game seem? as English as they come. Anyway, 
at £1.99 who cares about nationality? This game isn't going to 
rock the earth, nor is it going to keep you up for night after 
night, but il should give most Pilgs a good trek for their hard- 
earned nickels. 
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PEEKS * POKES 

The Pilg fwwily promised orvother routine for transferring fed Moon to 
dtw, fence ouc earlier rout-ne gave problem* because of typesetting error*, 
Here'* anotther, shorter,, routine to transfer ttie gorne Prom Mr D.V. Grief of 
Plymouth, Firsf key h Listing 1. When RUN with Red Mood loodecf into tfre 
cassette !t wfH tromfer the thro-o sections of code to disc. 
Second, key in LisMno 2 ond save it to the same disc ds your dalo files. You 
con call it what you !fte - olttiough of course it mustn't have the same name 
of any of the ffles transferred above - ar>d after saving r t you can run Red 
Moon ffurn disc by fading and runmng Listing 7. 

Don't worry about the funny bits on the screen - "advent' Is loaded 
info screen memory first before being relocated. Norc thaf ^n Ihe game 
itself SAVE /RE STORE commands remain cassette -based. 



Heroes ofKarn 

Guards can be bribed > otherwise qui!. 
Plants normally need two to three waterings. 

Forest at Worlds End 

You don't need the coin m tho Woodman's hut 



LISTING 1 

10 JAPE IN MEMORY S3FFF 

ZD LOAD a riven! £4000 

30 SAVE "Advent". b.&4DDD.&1 200 

40 LOAD r bit! &4QO0 

50 SAVE "hitl " P b.»4D0D.&l 5DD 

60 LOAD "faitZ Fr r &4DDD 

70 SAVE hrt2\b.&4D0IL»32FF 

SO END 



it ST IMG 2 

1 CLSMEMDRVS14FF 

2 FOR A &1 500 T0&15QD 

3 REAP D:PG.. 

4 NEXT 

5 DATA 

&Z1 SQO.&DQ&l l.iuUMA.SOI.M 
0 H &12 F &ED P &BO.SC3.&l».aBD 

6 LOAD brll &16D0 

7 LOAD "bitZ",M70G 

I LOAD "arJvent '.AOOOQ 

9 TAPE 

10 CALL M 500 



CLUE-SNIFFING 



If you dont want any help with your adventuring avert your 
eyes and plug your nose! 

Price ofMagik 

BOM requires the trumpet. DON swings the pendulum, and SEE 
helps you go through the study wall, 
tih&nki to Wayne Crover, Chingford) 

Lord of the Rings Part 1 

Leave the ring in the house, you can collect it later. 
When only carrying one green jewel, Elbereth! 
Avoid Ihe East road. 

The Swords in the Barrow- Wights cave can kill wraiths 
The Barrow-Wight can t stand jewellery. 

Red Moon 

Right at the start, DIG! 
Bury all dead opponents. 
Avoid the rat! 

Remember Alice to get the chainmail and gasmask. 
Insulation is a good electrical insurance' 

Return to Eden 

Don't waste time at the start, wear the suit and grab the geiger 
counter. 

Follow a mole and sleep in a comfortable cave 
Dungeon Adventure 

The poppy will help you pass some singing. 

Feeling sleepy. The Mirror will spell it out I 

The dnftwood can be lit somewhere as a Temporary light ► 

The Corpse in the tunnels holds a few magnetic attractions . 

(ill th* ibeve tiunki ta Julian P*ge H Shrewsbury) 



Fourth Protocol 

For telephone numbers, access the file TELEPHONE 

After you have talked to Harcourt Smith, you can leave Gordons 

in search of your new base. Sentinel House. 

PILGRIM 's POST ^3 



More Stamina for 

"1 have found out how you can 
get 250 stamina points in The 
Price of Magik- 

Whai you have to do first of 
all i$ to type Restore when you 
have just been killed, This: will 
take you to the LensJok, Then 
instead of putting the first two 
letters in correctly on the code, 
deliberately type two entirely 
different letters, three tunes. 
The program will say you have 
to restore the game again, but 
instead <d doing that carry on 
playing and you will find you 
have 2S0 stamina points If not. 
try again!" 

OK Wayne Grover (for it is 
he who writes}, I tried and I 
tried but the Filg still couldn't 
get Lenelok. let alone 250 
stamina points. 1 think my ver- 
sion must be a bit odd - but 
perhaps other Ptigs wiU bo able 
to Iry this for themselves. Any 
other stamina tips, readers? 

Hobbit-friends 

Unite! 

Tjus month sees Melbourne 
House launch their Tolkien 
Blockbuster Month' in which all 
matters Hobbitty are given the 
full-blown. hurncanfc-Jorcfc pub- 
licity treatment. 

"The Hob tit is a very good, 
hard to cr&ck adve/rfure, To put 
things briefly, liii* game ts fan- 
tastic. gr&&t f tzbulous, exciting, 
rwd very hard to crack r " 

& c. . .Etc, . . Etc Except that 
that In tie gem didn't come from 
Melbourne House , it came from 
Darren Wallace. Goodness 
gracious . Darren, how much did 
they pay you!* 

Of Lords and 
Ladies 

"We have re Ad Adventure sec* 
tions tii various magazines and 
picked up copies of alt the pure 
Adventure magazines we could 
find. Bat,., they just don 'f contain 
wh&t we specifically want - so 
we've written Our &w#*." - P&f 
Win&t&nJey A Sandra Sharkey 



Itelp! If Fm not giving you 
what you want, please tell me! 
The Filg is nought but the 
humble servant of hi* readers, 
and if you think Ym not doing a 
good job then write and lei me 
know. This goes for all my fel- 
low Pilgs. So if you ve got a 
suggestion about the column 
then drop me a iine, 

As U is. Mss Winslaniey and 
Sharkey have come up with a 
httlenumber called Adventure 
Probe. 1 have to say that I felt it 
was a little overpriced at El .00 a 
throw, but the authors do pro- 
test that "we're not out to make 
a fortune, just pursue an enthral- 
ling hobby and give adven- 
turer* the chance to contact 
other enthusiasts and obtain 
speedy help in stuck situ- 
ations..." Well* at the risk of 
being biased, 1 do hope that that 
is what readers can get here fry 
either entering the Lords of Ad- 
venture column or else contact- 
ing those already in it Are you 
doing your job properly. 
Lords? 

Howev«r r if you want to get 
m Touch with Pat and Sandra, 
thear address iS 13 HoElmgton 
Way. Wigan. WN3 6L5 Whate- 
ver the Pilg's competitive inst- 
incts, it's good lo see a couple of 
adventurers reaching out to 
others. 

Mention of the Lords leads 
me lo: mention the numerous 
l$usrs 1 ve had recently from 
women who wish the section to 
be renamed Lords and Ladies of 
Adventure Consider ii done, 
friends, and my apologies Jot 
any apparent discrimination 
which was very much more ta 
the lide than in the spim of the 
section Anyone who ha* read 
tho Red Sonja comic* will know 
that women adventurers are 
more than a match for most 
men! 

Something rtosty up 
your sleeve? 

Rick Robinson of Plasma Touch 
writes in about his game Trea- 
sure Tunneis (which the Pilg 
reviewed a white back): 

' We think yours ww a balan- 
ced and fair opinion, but you 
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forgot to mention the fr&e 
program 'The* Experienced Was 
this Ait oversight? (It was - Pilg} 
Ok&y, it's s bit unusual but * 
prize wiU be going to the per- 
son who submits the best inter- 
pretahoti of whst it all ^means'* 
(assuming they have completed 
it), 

"We would be grstefuJ if 
you could inform your readers 
that we are on the look out for 
adventures with s horror theme, 
which we intend to retea&e a* a 
compilation logelh&r with a 

couple of our m-hotise adveiv 
tuxes. The g&mes can be about 
Anything; explicit gore, aimop- 
shete and suspence, science ac- 
tion, or modern day scenarios. 
Just so long as they 're soary! 1 1 

So, my adventurous friends, 
if you've got something nasty op 
your ateerc (ox anywhere else) 
then send ii to Rick at 143 Oak- 
field Road, Whickham, 
Newcastle- tipon-Tyne t NE 1 0 
5RZ. I have a feeling Mr Robin- 
son may get more than he bar- 
gained fort 



WRITE TO THE PILG! 

The Cowled Cnuad«r l* abl* to 
receive daliwxiei of mail direct 
from jretdero. whuwar ha may be 
On his Pilgrimage. AIL you have- to do 
lp write in io Amstrfcd Action , ad' 
dressing youi l&tter to: 
The Pilgrim, c/e Jtm&tnd Action, 
The Old lull, Brnbiri Chopping 
Product Somerton, 9omenet 1 
TA11TFS, 

A apeoial flock of htghiy-rrAincd 
buckjflrigafs will Ihfta tak* your if?: 
lera direel 10 ihe Pilg for inclusion 
(space permhltuig-C lo the next issue. 
The Man With The Rod And Statt 
welcomes corfeaponctoitcft on all 
suhjeciv frdvenloiial and look* foj- 
vfraTd v&ty much io hoariflfl fram 
you. 

AlltfrnauvfrLy, d you're auii&bly 
equipped, you. can get me on Tele- 
com Gold, numfc*ei S3-.JNL2S1, or on 
frotlftt 91SS94B64 Pieaae note, by 
the way, that I am NOT a 'heJpJ>ne : 
service, W you" re a?uck on a. game,, 
try [he Lor-dfl and LadLOg 



Lords AND LADIES of Adventure... 

Red Sonjas unicol It'* becoming mcrEasing^y OfrViOU? that lh$r& are more and 
more women playing computer games these days, and especially adven- 
liiHHt. The Pilg shamefully acknowledge* the discrimination of our previous 
column header 'Lords of Adventure*' and is dolighlod to extend its nomen- 



Red Hot 

— 



tiamxe to include the t rronger sex. 

Don't foTget thai so write in offering your services to other Jess-fortunate 
.idv0nt\irerm ib a great way \o make friends around the world. These pages 
are read by Pilgrims scattered lax and wide and are just a small pan of thai 
network of comradeship that has grown up amongst the followers of the 
Adventurous Path. So if you wan I (o reach out a helping hand, write in Today 
WLth details of "hu games you have 1 mi sherd and can offer help on 

If you wish 10 contact a Lord or Lady, do include a self -ad dressed 
envelope and if you telephone to make your calk at reasonable hours 

Heroes of Karn, Message from Andiomedip Tores! at Worlds End, 
Mindthadow 

Wendy Davis, Howsloy, Richmond Road,. Ramsey, Isle of Man 

Jewell of Babylon, Forest at World* End, Heroes of Kara 

JaniGfl Lua-huy, 9 HaretieLd, Long Melfotd, Sudbury, Suffolk 

Snowball, Return to Eden, Hob bit, Ring el Darkness, Mar* pert. Dun 
Darach, Lord a of Midnight 

S<. John Bird, 74 West Slrel, North Creafee. Fakenham, Norfolk, NB21 9LQ. Tel; 
(0338)736709 

Sub* unit, II ernes of Karri, Voodoo Castle, Teirermollnot, few 0 It of 
Babylon, Mordons Queitt, Empire of Kat-n, Cryslsls of Cams h Never end 
ing Story, Mindshadow. Valhitlta, Urban Up&tarl r Robin of Sherwood), 
H^mpstead^ Wizard of Akyn, Hofahtt The Time Machine, Cireut, Arrow 
of Death Pan Z r Emerald I*le H Gremlins, Lords of time, Sore* ror of 
ClayrnorojuD Castle. Red Moon h Ten Little Indians, Perseus and Andro- 
meda, Wotm ill Paradise, ZZZZZ n reasibilit^ ExpFrimenl. Valkyrie J 7, 
Bored of the Rings, Pirate Adventure, Colossal Ad Ten tare. Snowball, 
Twin Kingdom Valley 

AdwenmrMi-iiP, 3P, Mnrrivale Road, Rii^xg Brook. Stafford. Sfaffs H ST 17 9EB 
Return to Eden, Emerald Isle 

Andrew Duff, 3? Si Andrews, Rgad, Taui, Hdssr-shire, IV|$ 1EY 

Heroes of Kam. Jewels of Babylon, Forest al Worlds End, Gremlins, 
Neverendlno; Story, Hobbit T Lord of the Rings, Three Weeks in. Paradise 

Petor Grimahiw. 33 Lower Parrock Road, Carr HtU, Bairowford, Lines 

Emerald Isle, Forest at the Worlds End 

Paul Nichollf . 23 StOckfield Avenue, Hoddeadon, Herls, EMI 1 9JE 

Mindshadow, Message from Andromeda, Forest al the Worlds End, 
Warlord 

Len James, 37 Northway. Lymm. Cheshire . WA13 SAT 




The votes are still flooding in to nominate your favourite games. 
This month's results go a long way towards showing just how 
long-lived adventures can be. The Hobbit (released in 1933) is 
STILL in the Top Ten, There's even a chance thai after 
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Melbourne House's relaunching of it next month that it will 
achieve even vaster sales. 

The old Interceptor games are still in there, including the 
venerable Heroes Of Earn at number five. The success of this 
game on the Amstxad has always given the Pilg mix*d feelings 
since the conversion from the Commodore 64 (which had 
fantastic music and some reaUy excellent graphics) wasn't one 
o? the best. Still, it remains one of the most popular games 
around. 

Don't forget that if you send in your voting form you are 
eligible for a free draw in which one Lucky Pilg gets the game 
of his or her choice. The Cowled Crusader would also like to 
apologise profusely to a couple of Lucky Filgs whose prizes 
were delayed, but from now on it's straight out of the hat and a 
program straight into the mailbox so gei voting! 

1 Red Moon (Level 9) 

2 Lord of the Rings (Melbourne House) 

3 The Hobfait (Melbourne House) 

4 Never Ending Story (Ocean) 

5 Heroes of Kara (Interceptor) 

6 Forest at the Worlds End (Interceptor) 

7 Return to Eden (Level 9) 

8 Mindshadow (Acti vision) 

9 Return to Eden (Level 9) 

10 Jewels of Babylon (Interceptor) 

AND - this month's LUCKY PILG is Len James of Lymm in 
Cheshire who dances all the way to his Arnold with a free copy 
of Seas of Blood. Shiver me timbers, Len, oi trust ye' 11 splice the 
mainbrace for the ol" Pilg as you sit down to play... 



condor 1 



The Database Manager and Reporter. 

You know that Caxton only publish superior software products. 
Cardbox is the world's best-selling simple electronic card index. 
Brainstorm is the world's first ideas processor. Scratchpad plus is the 
only enhanced Virtual Memory Spreadsheet available for your 
Amstrad. And Tbuch 'n' Co is the UK's most highly respected disk- 
based typing Tutor. 

Now we present Condor 1 - Mainframe computing for your Amstrad. 

Condor 1 is an extensive database management and reporting system 
for the non-programmer. You can begin by creating simple databases 

in a matter of minutes. Then, as you learn more with our 
comprehensive step-by-step tutorial and reference-guide. Condor 1 
gives you the power to create all -singing, all-dancing, menu-driven 

systems. 

You will enjoy using Condor 1. You design the screen layouts yourself 
and then manipulate the information you've entered through a series 
of English-like commands - For example "sort invoices by value''. And 
with thi rty-five commands as standard, Condor 1 should be flexible 
enough to satisfy al l of your data-management requirements. 

Finally, don't forget Condor 1 is a Caxton Product . This means itsso 

simple to use we are able to offer you FREE and UNLIMITED 
telephone support. Should you need help with Condor 1 just call us. 
Your call will be welcomed and your query will be answered in a 
pleasant, helpful and efficient manner -because that's the sort of 

people we are. 



Condor 1 
is £99.99 
(incVAT). 

Available for 
Amstrad 8256 
and 85 12. 




Caxton Software Limited 
10-14 Bedford Street 
Covent Garden 
London WC2E9HE 
Tel: 01-3796502, 
Telex: 27950 ref 398 



The Condor 1 
Commands 
-They couldn't 
be simpler! 

Database Creation and Maintenance 

l M l l M Creator rede5ne or 

dercnbe a database 
DESTROY Eliminate a database or Tile 
FORMAT Create or revise a Form or 

HELP screen 
KEORC Reorganize Lhe stmcUire 

of a database; add or delete 

items 

tnfwmatmi Input and Update 
APPEND Attach recant of one 

database to another 

EMPTY Eliminate all data in a 

database 

ENTER Insert new data into a 

database 

POST Update entries in one 

database with these from 
another 

UPDATE Change entries in a 

database meeting specified 
conditions 

fnfortmtim and 
Report Writing 



COMPARE 


Compare entries in two 




databases for (not) 




matching conditions and 




create a RESULT database 


COMPUTE 


Compute enlries in a 




database 


LIST 


Display database records in 




sequential order 


PRINT 


Print database records in 




sequential order 


PRINTER 


Printer output controd and 




redirection 


SELECT 


Select database records 




meeting specified 




conditions, creating a 




RESULT database 


SORT 


Sort database records by 




entries 


sru 


View or pri nt statistics of 




entries 


TABULATE 


Summarize specified 




entries. Print or saw Die 




resull 


TITLE 


Print report headings 



Operation Aids 

HELP Assist operator in select inji 

procedures 
INSTALL Saves SET and PK INTER 

options 

RESTART Continue processing 
i nturru pted commands 

RUN Process and execute a 

ticMWiand procedure with 
options for command 
modification 

Interfaces 

RhAJ) Transfer records from an 

ASCII file to an <uistinfi 
database 

WRIT E Transfer reenrds front a 

database to an ASCII 
sequential hie 

Utilities 

COPY Cooya database or file 

DATE View or enter date 

DIC View entries in the data 

dictionary 

DIR View the I LsL uf tiles i n the 

disk directory 
LOCBISK I^anewdtsistitihe 

computer 
RENAME Change the name of a 

database or file 
SAVE Save a RESULT database 

SET Set operating parameters 

SYSTEM Exit frwn Candor 1 back to 

operating system 
TERM Defines the compu ter (not 

needed on Amstrad) 




It you Lhonght latl moatlTt amaiing Mtitt+r wu m bit short 
on g&mepLay, try ldajzc«fi, It's a Tertian of the classic 
Breakouts lent In by I us tin Hud den Of AndoTer. The idea, 
for anyone who missed the dawn of the computer age* 1* to 
break through the wall at the lop of the khhs by bouncing 
a ball against It, Y*m «n move you bat left ox right to hit 
the ball, bat If yon miss It yon Iom a life. Yon can define 
your own keys, and there's a high -scow lafcle. Bob Wad*** 
tip: watt until the ball Is level with the centre of the bat, and 
then start moving the bat to keep pace with it. Persevere 
and you'll toon got the congratulatory tune, and the oekt 
level. Be waned - it's very addictive Indeed! 



o 





I 



OOPS! 

In last month's Typ*-ms \ said 
there were two versions of Ca££S, 
one for (he 464 and one for the 
664/6 12&. As disco wrung 464 
users will already be aware, we 
only printed the 664 f 6 128 version. 
This wasn't pan of the intern- 
ational anti-464 conspiracy - we 
just forgot ! Anyway, we're print- 
ing ihe 464 version here. Sorry 
you had to wait a month 

White we're at it, there are a 
few more mistakes and mis under- 
standings (o be cleared up. For 
starters, we had a few queries 
about Rotating Sphere in our May 
issue. Because it started at line 
320. some people assumed mat we 
had carelessly missed out Juies 10 
310. We hadn't - indeed, iher* 
weren't any lines 10-310 for us lo 
mis* out. There's no particular 
reason for a program to start at 
line 30 rather than any other num- 
ber. Rest assured. Rotating 
Sphere was complete in every 
respect - and the same goes for 
Bouncers this month. 

Next, we have a genuine foul- 
up. In the June issue there was a 
mistake in Line 10 of Unerase, The 
*1 - 430* bit of « should have read 
'1 450' This means that the 
'Checksum error in line..." mes- 
sage would have been two lines 
out if you made a mistake in one of 
the data statements. If you typed 
the whole program in exactly as if 



was written, however, it worked 
tine* 

Lastly, a rich source of Jype-in 
problems - printers. Noi printers 
as in the people who print AA. 
God bless "em, but punters as in 
mechanical devices for producing 
hard copy- Someiinies they refuse 
to print symbols as ihe-y would 
appear on screen. In particular, 
they tend to maul the 'hash" sign 
(shift and 3) and the 'up-arrow 3 
sign (on the same key as (he 
pound sign), Hash often comes out 
as a pound sign, and up- arrow 
prints out without its Hem - like a 



circumflex, or the roof of a house . 

We try to catch these signs 
and correct them, but sometimes 
they do slip through. A case in 
pomt is Music Gontposer, (rom 
way back in issue S Lines 1310 
and 1330 both have mauled up 
arrows in them, just after ":du = £\ 
To confuse matters soil further, 
i j.3_s listing also has several 'tOda 1 
signs in line 1670. These printed 
fine, but a lot of people didn't 
know how to type them in. The 
answer is to hold down the control 
key and typo the number Z - not at 
all obvious. I'm sure you 11 agree. 



^ REM + + !***+++# 

6 REN CAT IP b? y.PURacfej in 

» rem nMtM ttiMt tee » tm « t* 

e RE* 4*4 vtrllni- 

I* h-Hl MTH-HCMCWV t*^3: * *35 p*- B *l *QVG Z?CAT 

2G POKE M*?4< ICO: POKE , t *P : POKE f IrFP I ROKE 

TP PflK€ tA^fl.l^M^t Mi^.lAft^Oft fcA^A.fct* 

4P uh tuc pm* * : j»i*i;lot4TF j.*:oosi#* j5*;ucjvi» 

FOft ■*! TO **; LOCATE ■ « 2 S GQfiUB tOTi lS»te*p«i MEVT 

44 fGft **l TO *:lOC*te r,i*i:005V6 * W: ^vi-pl: MExT 

GO^U* 3W: PRrHTsS.* CATALOGUE' J TAB I T3k l**rTAf<?«V iu**GO& 
UP 2tf0 

ftp FDR f+4 TO z- 1 2 FOR t = 1 TO B# 

3* LOCATE a.^eOSUfi t M: v*-v»*p»: hExT 

lee PPINTifl. v%: * rNExT 

lie eo sue ?ce:HEHPFY h: node i:End 

1W CALL iAA?^: p*»CHP«< PEEK ft A*?BJ J : RETURN 
PPlNTSfl^STPliyOa^a. - HRFTIrRN 
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fcfc 



! 1 * 



L00 DM BREAK GCEUB 
UP GOSUB MtS : REM initialise 
ll£0 &DSUB 55BsftEM k«y ulffctiun 
130 REM met ufJ licrt-wn fc.1_iirt.ii here 

1^ CLSiMODE I s lWh i,i.; ; |^N isriuRDEfi B : I wk' 0 t fl_5PEFE KEY 1 
. i 

150 FOft 1=0 TO 5;b*< i )= N :][] : 3 [ 3 C ] £ 3 [ 3 f 1 T 3 C 3 T . C 3 f JC J T J L J C J 

E3Ct*iNEXT 

160 i*qi>e s 

170 b^l8txwJ7iyrrr2iriM^-I ibqn-fl i dy « lNT< RNZ>*3> - 1 

180 CLStl^ 1*26tP£N ll^RlWT ;£TR]NG*< 33,CHft*{ ] 28 

»>iCHR*a2S>f sfMt 2,3 

190 FOR i-9 TO SiFRlNT CHRI()33))fPEN 2;F«TNT b*<l*:il-E.N 
1 1 PRINT CHfrV* ( 13S) | tNEXT f 

__at_ for s i ro j 4.; print cHR*f 123> i^fmcf *w -rj. -cjhr* < i2S>; 

21 a NEfcTi PRINT Crf**fl4B) ; STRING* <3S,CHK#t MCHR*( ? 

iLOCATE 2,23iP£N 3 : PR I NT "SCORE : "s : LOCATE 16*23iPEN SPRINT 
"LEVEL 1 h 1bviLQCATE 30, 23 j FEN 3 : PRINT "LIUESa H . 
220 IF li?v-t' UK hivM OR Iev=2 OR lev=3 OR lev -4 THEN bit.* 
=STRING*(4 1 CHR*< 1«>> ELSE IF l»v*5 OR i«v»6 OR l»v-7 OR 1 
bv=8 OR THEN ba«=5TRINB*t 3, CHRf i 248U ELSE 23fc 

230 IF lav- IB QR lilV^ll DR Iev=12 OR 1bv*L3 QR 1#v-14 THEN 
bat*=^STRJ[FH#e*«3,CHR*f 2a?> ) ELSE IF 1pv-I^ OR l#v-Ifi Oft le^ 
■17 Of* lav* 15 QR l ev=19 DR lev=2B THEN b_*L»- STRING* < 2 , CHR* 
C2S(SM ELSE IF U*v>-25 THEN bat*=STRING* it w C MR* i 25 i > . 
2«B PEN IrPLUI 3 » __H7 :DffAW 636 f 2S7:PLDT 3, 3&T. 1 DftAK 636 , 3B5 
25B REM ALL ANIMATION IS HANDLED IM THIS' NEXT ROUTINE 

263 LOCATE INT* t_> JF t»*lf 0 THEM LOCATE 2, 23 1 SOTO 270 EL 

S£ PRINT" n | 

2/0 FEW 1*PR1«T b^t*;:IF b< 33 THEN PRINT" -j ELSE IF b(34 
THCN Pft |NT" " ; 

288 IF b-S THEN LOCATE 2 T 23_PRINT" *| ELSE IF DM. 5 THEN 
PRINT- "| 

290 CALL fcBDl 9 : LOCATE y^KsPRINT" " ; M^K+d» x y»y +dy t IF y<«l Q 
R y>=4B THEN &y**Gy x y^y-HJy s BOUND 3, 78*, B, 13* 1 , 1 
300 IF m-23 AND d*-l THEN SOUND 3, 73*8* 13 V 1 » I iGOTO 570 
31 B CALL £iBD19i2F *< 23 THEN LOC ATE y , k tPRlNT" ^- 

Out t *-= INKEYf 
Sitf IF bu.ttft-1* THEN h=b-i_|F h(L5 THEN b-1,3 
340 IF butt*-r* AND bt34 THEN b-b+1 s IF b>34 THEN fa-34 
353 IF h-i THEN 51B ELSE IF k< 3 THEN 490 

360 If 1-0 THEN 430 EL 5E bOTD 260 : REM ROUTINE IS CDMP 

LETED AND BEGINS TO BftANCH SACK 

37B IF y< INT <b+2> OR y>INTlb+?5i THEN GOTO 390 
~3a dy-lNTiRND«3) -l *dH**-i»K*K-l :y-y+dy :GOT0 31B 
390 IF b-I,5 THEN IF y<4.3 THEN 3SB 

4G90 FOR TO 250 STEP 3 : SOUND £ , « * 5, 15, 1 v 2lLOCATE y t K iFE 

N 3#PtRINT CHR* ( 22S> * xNEXT: 1=1-1 :s=«-tM 1 LOCATE 39 t 25>FEN 3 
iPRIWT^LIVEQx'lxIF i=0 THEN 430 
• ie IF s<0 THEN ft-e 

<17S! F^p 7) l^0e ; r^XT izGGTO 1^3 

3E FOR #aQ TO 25 J CALL &E'C4Ir: SOUND 3 t a+ 1Q^4 t 5 t k5 :NEXT dil 
F s >0 THEN «->-0xREfl **** &A*T£ 3vER ROUTINE 
44B LOCATE 12, 12iPEN 3tFR?NT^e A M E OVER* 
*W P£N L x LOCATE 12. 25 1 PR I NT "PRESS THE SPACE" ; LOCATE 15,15 
s PR I NT " SCORE i LOCATE 2I f lSiPEN 3 t PfiJNT ^1 
^60 IF JNKEY<47>*0 ThCN &OTO £ 2*\2\ 
47 B OOTQ 46^ 

REM camel at ion ACraaen 
490 IF MID«ib*<X-2) 11 " THEN ENV 1 f 1 *l 4, 1 . / , - '2 . 4 : to in 
D 3,g f "1,0, 1 *E! t s*p-*-*i59; LOCATE 2 t 23i/ J EN Ztf<ft INT " SCi Ul t£ 

1 ,, 5!b*<K-2J -LEFT*(bt(H-2> ,y-i > +" "+RiaHT*ibiiw-33 , y+P FL,S 
E SOUND 2, 134,2,(5! IS 
5B0 PEW I ;GOTD 260 

3i« WEST ORE 540 1 LOCATE y T m : PRINT CHR* ( 224^ llav* 1 a- 1 * 1 I boti= 
iSx IF I*v-5 Ofl OR lev=15 DR l€?v=2B THEN 1^1*1 ELSE b 

on-bOft* I *v+«i»«fi+bont LOCATE 17- 12 5 PEN 1 tPATNT M EONUS-' bon: L 
OCATE 2.2^:P^N ^ t PR 2 NT" SCORE I'sihon-C 

32B READ TOtfftIF note=*W?9 THEN 530 ELSE SOUND 7 , ^>ot.<»^ 255. I 
Sf&QTD 52fl 

TOR i=i TO 2m&;MEXT ttHjOTO 150 
V4|fl £*TA M. T-3 . 47, 6« ,lfl t 415 t 47, 45* 53 ,B,. 53,47,45,36,4(3, 
4B 1 4 3, 45* S3* 47 r hS* t 9**9 

HEM ktry selection 
5M lev=®:s=a:tioi>=aiCL52M0£€ 2lPAPEfr 3: lr#; a.ftxPEN 1 s INK 1 
,; a=EQRiER S:SPEE& KEV » f 2 

?ia locate la^aitPRiNT'-jiiacjcuncJtatitJCsrTrjijratiEJijc 

723 INPUT" KEY For leFt " ; 1*: 
BOUND 7,Z«e^ 4 5 

733 INPUT'' KEV far ^^t",rl; 
SOUND 7„20».5,5 

74© LOCATE lfl, 23:Ffl|NI " 3 3 C1C J I 3 £ 1C 3 C 5 1 1 C J ;i '3 CT C D 1 1 tICl t 
3f 1 t J CjIjC] C3C3E 3C JCJUt* 

7 fc -a LOCATE 2£.25-Pn.: ! -t = 5 i-'.t KEY TO STAftT" 



76Q IF I NKEYS < J " 11 THEN 

77a IF 1NKEVSX > 11 " THEN SPEED KEV i , 1 S 1 =3 ; £5 = 0 : SQUWD I , ^ , ?9. d 
MiSClLlND ^,!»e,SNiFQR TO I61JNK tf^ifOR ral TO 99 tNE ^ 

T;NFXTirtEluftN ELSE GOTO 770 

780 SFFEB KEV ia,2jPAPEfi EtECRDER 0 a I Nh 1 ^ 26 : PEN J t 1 NV 0, ^ 
790 STOP 

B0B RFnl **** INITIALISATION **** 

SIS ENV 1,1* IS, C-* 1 1, 0 t IffizENT l*l<a 4 2^ 

82B ENV 3.1,0,16,5,-3^2 

S3B ENV 2.5*^*3, ( t -21 ,22*9* -3, 2iENT -2,10,2,2,9,-7.1,2.11, 
3,2,-4,8 

34B SYMBOL AFTER 9liF0R TCI 1 Hi 1 hcci 1 e "5t J b 1 X#50B ■ hn*i < 1 V. 

> = H B OUNCES S H iNEXT:bon=e:l=35l*?v»0^-*aiDIM b*<5> 
350 SVHBDL 91 , ^ V 11 i 01 1 11 * &K I 1 1 31 1 11 . &X1 I IE IE I 1 , 3, if* 1 I I I 19 J 

,s,xi 1 1 1 iOi, iimai ,e 

2dG 5VMB0L 92,0,i,)(l Ill00,&r)(ll L i I 13 , ^ 1 1 1 It I 0, U U 1 10, I 

l niaa,0 f 0 

37L3 SvnBGL 93, 1 3« 1 B L I I LHi , -VX 10 L 1 1 10 1 , &X 1 0 1 1 L IGU • 3, fr/U 1 I I 311 
t t EiXl U1I2H 1 T SeXl 1 LISt 1 UB 

88CI F5VMHC1L 224, K9, SiA9. IcflA, 3.AC T B-AC, MA, &E9 
b™ SVMBOL E23,StLe,8i7£, t7E,&ikS^l3* k7E,&FF 
900 SVMSOL 249 ( M t S(», 6r0, Jlrffl t 10 t S(9l , E£FF T &76 
910 SYMBOL S49 1 Ae t t0,fcB^Cl,, , -i&,&0,t7E,&FF 
920 SYMBOL 250, M, iS, b-B, », &rB, &S1 , Se7E, &FF 
930 5YME3L ^-j J t (.45, SsB, ftc0, iW, t99, t7E 
943 RETLJRM 

RICH **** BOUNCERS MALL OF FATE **** 
960 MODE 111 NK 3*atINK 9,2AlPAPER Cl:PEN iiEORDCR 26iSPE£I» 
liEV 30,2 

970 PEN Is LOCATE 9, 1 3PSUNT f THE BOUNCERS HALL OF FAHE" 

9S0 LOCATE 2,2tPEN 2 1 PR T NT STh I NG* ( 38 , > 

9*?*l I PC ATE 5»SiP*UNT "PLACE Hfk*E SCORE* 

irao FOi* TO % step -i 

1010 LOCATE A*25-lX*2lPE« 2iPHrNT USING TC'^il-lX 

1020 IF THEN 0O€UB 1090 

1330 LOCATE l-3*25-i%*2iFEN "jFRENT hr^*(i"i> 

IC140 LOCATE 30 p 25-1^*2 1 PEN 2 : PRINT hacXCiXi 

1350 NEXT 

1360 LOCATE 13,25lFEN I 1 PR I N'" PRESS THE SPALfc" 
lid/0 WHILE INKEY<47J I WEND 1 CDTCI 120 
1390 FOR f%mt TU i^-J 

1 100 h&cXf jyjihK'AUX'i'' iikii*i*< jli)=hn«*< i.9t^l.? 
Iii0 MEXT 

1S20 kHILE I W EY*< > tWENTJ 
L130 LOCATE l£,25-iX*2 
12 43 hns*£iJi) 
1150 WHILE in*OCHft*< 13> 
ilfi0 in*^UPPER*UNKEY#J 

1173 IF int^CHR** i27> ANt LENirtna*< iX> 1 TJ^N PRI?-*T CHR1 i 
g>+- "^CHrttfQi | 4h^*( :■ i-EFT*ihna*< iXi ,L£Hihna*< iXt >"1J 1© 
OTG :160 FLfPF IF ii^#«Cl*** 1^ IhE^ SOUND I , ::2K3 : G-CTO j : 
115^ IF ii^»CHR«ri3) THEN 1^30 
11«S I F ir^^ 1 " 1- THEN 1160 

I23& if- ^Ninfcn**(iX> )-l5 THEN 30rjK£ ;,20B:6OTO 123C 
12;<ft P^INT jn#t 

123t> WEN» 
1240 htit:^< 
1250 5r=»«3: RETURN 
1260 CClTd ^50 




AMSTRAD ACTION AUGUST 19B6 37 




L 



T 



Bob Wade checks out your tips, pokes and game-busting 
ploys. The best ones win a tenner - so why nol send 
YOUR latest gem to: Cheat Mode, Amstrad Action. 
Somerton, Somerset TA11 5AH 




Phil Howard from Mappotrley 
baa done tb« bn»tneH for u« 
again with infinite live* on the 
Ocean classic. It'i entered 
luiag Method 1, 

IB DATfr Zi.fi, Ic^UvcItH 
,11,21,2^22 

21 SAT A 3M3! 21 ,4t, 21,11,41 
3t DATA e«, bl, 2! .,4M*.e5,21 



4i DATA f2,Bl } «5,2i,B7,i>8,e5 
,2l,bb 1 I2,e5 

51 DATA fl, 21 1 M,bl,li 1 d9 t DI 

70 FDR K*t0EN TO «BH4 
80 READ it 

90 POKE «,VALriV.t) 
180 NEXT 
til LOAD" 
120 CALL &3A&A 

i4i call mn 



E L I T 




E 



JA Thewlim front Lucuttz 
hat a lip for Firebird 1 ! epic 
space game that will IflffHfP 
your ship's cargo potential. 
All you have to do is follow his 
instructions, although he 
warns that it's not for the faint 
hearted. 

1- Find a cluster of two to three 
systems no more than 2,5 light 
years apart. 

2 + Sell ail cargo, If possible arm 
yourself to the hilt with a mining 
laser, cloaking device and 
energy bomb. 

3, Enter witch space by choos- 
ing a hyperspaoe system, 
launching, pausing the game, 
press the F key, restarting and 
then hyperspacing. Switch on 
the cloaking device jus! before 
you hyperspace and then de- 
stroy all but one Thargon. 
4* Switch off cloaking device 
and wait until Thar glees appear. 
Destroy Thargon and colled 
Tharglets. 

5, Repeat this until you feel 



you've got enough alien items K 
or are in danger of getting 
killed. 

fi + Enter normal system and 
abandon ship using escape pod. 
When you get your new ship 
you'll have a 35 ton cargo bay 
plus the alien items. Sell these 
and you can use the extra cargo 
space. This will disappear if you 
have to use the escape pod 
again and aren't carrying alien 
items, but you can always re- 
peat the process. 



Fairlight 



As well as sending its their 
maps of this tough arcade ad- 
venture Urn Wajsha from 
Henley on Thames and Dar- 
agh Ward of Dublin also sent 
in solution and playing tips. 
So here are a few hints to help 
you on your way around the 
castle. 

L After killing a guard, pick up 
his helmet and drop it near a 
whirlwind to stop him 



We've received mountains of 
tips on Waste rtronic's classic 
arcade adventure, but hero are 
the pick of the bunch gleaned 
from Scott Miller from Glasgow, 
Matthew Barnes from Welwyn 
and Leighton derrick from Port 
Talbot. 

i loirin the Dwarf: Give ham the 
battle of Liquid and take it baek 
1Q restore energy. Give him the 
bar of gold, broken talisman 
and tube of glue, then command 
him to help and he will fix the 
talisman. 

Lady Rosmai; Summon her to 
the waH on the ground floor and 
give bmz the pocket laser. Com- 
mand her to help and she blows 
a hole in the wall. 
ELrand tfalielvetu Summon him 
to the wall on level two and give 
him the trumpet. Command him 
to help and he blows the wall 
down. 

Samtun the Strong: Summon 
him to the pit on the ground 
Door and give him the javelin. 
Command him to help and he 
builds a bridge across the pit. 
Thort Summon him to the wall 
on the fourth floor and give hira 
the rniolnir. Command him to 
help and he loosens the wall 
with a boh of lightning. ELrand 

can then blow the wall down 
with the trumpet. 
Banshee; Released by dropp- 
ing the glowing bottle - gives 
clues when commanded to help. 
CandeUum Ulummatus: Pick 
up the laser and shield and take 
their, to the room containing the 
four leaf clover, then cast spell 
to light candle. 

Project Physics] Body: Can be 
cast if you have the crystal ball 
and talisman, and allows you to 
transport to other people. 
Arznouris Photonicus: Stand in 
the pool of liquid on ground 
floor and cast spell. You no 
longer need the glowing bottle 
to pass through the dark room 
on the third Qoor . 
Fum aliens Prole clicuitu Cast 
using the white herring and 
power pong plant - protects 
you against the gas room on the 
first Door. 



reappearing, 

2. After killing an ogre, put a 
barrel on fhe spot to stop him 
reappearing. 

3- Place a barrel over the spoi 
where a bubble appears Lo stop 
it reappearing when you enter 
the room again. 

4. Guards only attack if you get 
close - except materialising 
guards which attack 
immediately. 



This infinite lives pokft comet 
from A Hacker of Belfast (is thai 
a real name 1 wonder?) and is 
entered using Method 2 to skip 
the first nine blocks, comprising 
BOMB (block 1) and 
BJSCREEN JMN (blocks 1 to 8) 

II lODRr 5999 
2» LOM^VoUe 
31 POKE U9FB f | 

281 ^2, 23282,65, 23283, 86, 
8* T 6f f 23285 t 32 
51 FDR k-i TO 7 
tit READ po ( n 
71 POKE po,n 
81 NElTiUME 




r 



5. Dropping gold lures the 
guards, so if you push it under 
something where it can't be 
reached you can move around 
without being attacked. 
6* Watch out for flowers on 
stalks - if you get too dose they 
reach out and rapidly sap your 
energy. 

7. Don't fall in the well it s fatal. 

8. Keep food for as long as 
possible, and eat the smaller 
food first because food is useful 
for standing on lo reach things. 

9. Fire depleies Isvar s energy. 

10. There are three teleportals: 
two of them hnk towers and the 
third links the lomb with the 
north side of the chasm. 

1 1p The loading screen is a view 
from the wizard's chamber, and 
the bird poults to the start 
12* Falling long distances de- 
pletes energy. 
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Air wolf 

This old game still causes 
people a lot of problems, so 
Richard Devlin from Derry has 
come iq you i aid with a map that 
shows how everything should 
be done. Shooting the num 
bered boxes removes the cor- 
respondingly numbered bar- 
riers Tha scientist is indicated 




Ttiis poke for the caaaelte vai- 
Bion of the gome comes from 
Tony Hoyle of Blackpool. It's 
entered using Method I and 
give3 infinite flares, AMMs . mss- 
sUes. shields, fuel and also slops 
the laser heating up. 

II MODE h BORDER I: INK 3,0:1 
m 1,11; INK 2, 24: [NK 3,24:PA 
PER • 

21 OPENDUT"d':HE!lORr I529;CL 



05E0UT; WINDOW 4 ,36,21,34: P£K 
i 

30 LOAD" !title':CALL 2000: L3 

ABVpartl*:L0flD"part2":INK 

1,20 

40 POKE *4FF2,B 

50 POKE &5025,fl 

60 POKE 14FC0,0 

70 POKE 15264,0; POKE »2a5,0 

:P0KE 15266,24 

80 POKE HE93,1:P0KE M£9*,8 
90 POKE MF5F,B 
100 CALL &8BBB 





Poke methods 



This b the se<±Oft wftete we 
£xptairt how to Htpiu the imfitixy 
the pokes using ^wo types of 

Method 1 Type in the listing 
Rewind the yame^ape Typ^ RUN 
followed by pressing emer Toi- 
Lowon screen prompt tond ihb 
game 

Method 2; The tape 
header /loader^i tie screen, com- 
prising usually of one or two dasa 
b] ocks has i o be skipped Ke wind 
aie game rape Typtt in CAT fol- 
lowed by emer and play the tape. 
Watch the screen and a message 
will come up 



f<*iiflri FILENAME fclock 1 

OK 

where FILENAME wil! tie re 
pta£ed by fre :idrne of the toading " 
section. The- next message thai 
appears wili be the main 
program appearing in the same 

Found M AINTfLE block t OK 
where tte MA1NFILE Witt be dtf 
fer&n; for eaci: game Moie "Jte 
point ci! ihe tape counter 3? which 
!his second fiie appears. Stop the 
tape rewind ?o iuet before 
thai point Type m ttet* program 
afld RUK ii . Then pre&i p&Y on 
The tape deck 



In response to a plea in the May 
issue, SA HuUey from Heme! 
Hempstead has come up with an 
uifinite lives poke. It's entered 
using Method I . 

IB REMAP V lt3?BB:CL5 

20 LOAD' =. -LOAD" M4B40 

30 a=mBB 

40 FOR n=0 TO 51 

SB REM d*:P0KE it* 1 VflU , l , + 

dl) 

6B am n 

70 CL5;PRINT ? ?iease wait r 
00 CALL H9i6 

90 DATA 21,6e,06,36,18,2c,36 

, 05, c3, 40,01,21 ,34,^,36, 00. 

2c,36,89,c3,B4,tni 

100 RATA « t n t tt t 80,21,B0.b 

b,0J,37,B2,d5,e5 T c5,7S,2J»4b 

,4B t 3i,72 t 2e 1 4e,;6 

110 DATA 92 ( 6c,ed t bf,37,c3 f 2 
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SM Clarke of Llanfyllin hu 
salved the problem for any- 
body still struggling with our 
cover cassette game. It 1 if en- 
tered using Method Z to skip 
the lint black ud work* only 
an the version of the gun< 
given away with our May 
Issue. It gives immunity to 
animals > flames, acid drops 
and negative energy points, 
but firing and bring hit by 
anaesthetics still drains 
energy. 





If JOB*** trying to crack — 
Gremlin's wildly addictive 
MdatEtrgame - here's some 

help. It** the cheat mode , 
that's mentioned In the scrol- 
ling menage display, and 
cornea courtesy of Gremlin i 
themselves* 

All you have 10 do is type in 
this line, pre as ENTER, and then 
load the game without resetting 
the machine When it has fin- 
ished loading wait for the scrol- che 
ling message to tell you that the the 



Commando 

This poke from SR Taplin of 
Worle gives 255 lives on the 
Elite shoot- em -up and is en- 
tered using Method 1. 

II HEltCftY &5BFF iLOfiB'comfid 
28 FOR r-Wm TO i9l]2:REAl 
3fl POKE fr5C53,K3;PCKt 
Hi CALL &SCBB 

58 DhTm 2i5.;i2, 188, 175,5^1 
5, 78,6,0, 33, 5? t 7, Hi, 35,16.2 
52,195,54,92 



Monty on the Sun 

Simon O 'Co-swell and Emmet 
Master son from Sid cup have 
some tips on the Gremlin 
game, 

1. When the top of the tele- 
porter column is green you can 
walk through without being 
teleported. 

2, The correct freedom kit con- 
sists of the jet pack, rope, 
passport, gas mask and bottle of 

ran. 

I. Don't pick up the dynamite or 
the teddy. 

4. Dont take the lift up. 

5. A joystick in Che sewage 



Laser warp 

This poke for invulnerability 
comes from S Sandtes of New 
Tredegar. It's entered using 
Method 2 to skip the first two 
blocks of (he program, 

J. o 
o 

o 

Death Wake 

Jeffrey Hewitt from Castleford 
suggests that you type in It's my 



cheat mode is operative , and 
then start the game. You will 



Beach-Head 

Paul Harrop from BarnsJ&y adv- 
teea anyone having trouble with 
the bug that pressing Che TAB 
key will take you back to the 
start of the game. You'll still 
have to stall all over bm at least 
you won't liave to reload the 
game. 



have infinite lives and be able to 
see the whole game. 

POKE 99»,20I 



Daley Thompson's 
Decathlon 

Lots of keyboard-bashing 
players have told us the key- 
board alternative to breaking 
up your joystick on this game. "R 
for left T for right and G to 
jump. Now you can smash up 
the keyboard instead, 





works helps to fill the ravine 
that crys out (or HELP. 
S, Be careful when experiencing 
'The Ultimate Experience'. Care 
is needed going from screen to 



IB MEMORY H 3FFF:.QAi ,, LhSERsA 
RP B 

28 POKE 2738$, 255 
38 CALL 14880 



Simon O 'Council and Emmet 
Masterson also have a neat 
way of beating the wrestlers 
with no trouble at all. 

This game can be made 
very easy by softening up each 
opponent. If you don't your 
opponent simply throws you off 
when you try to nold him down. 
To beat each one get behind 
him and start kicking, When he 
starts spinning, move up and 
lack again. Once all his energy 
is gone perform a simple move 
{aeroplane spin, for example} 
and pin him down. 




Courtesy of Simon Cuddeford 
from Eeiulworth comes ihe 
names of the 15 teleport ter- 
minals. The most important is 
OUORE which is the nearest to 
the planet centre where the 
pieces of core have to be 
deposited. 



o 

o 

birthday' on the high score 
tabl*. You'll be wished a happy 
birthday and made invulnerable 
for subsequent gomes. 



TALIS 

OUOKE 

ANGLE 

UPAZZ 

SNOPY 

ZODU 

EL IX A 

VOREX 

AS CIO 

AMBOR 



KRYZL 
EA1IQ 
INDOL 
BULON 
OPT IK 



How to win on 
ENTIRE ISSUE'S 
Rave software J 

The standard of pokes, maps 
and playing tips youVe been 
sending us has been so high that 
we've decided to up the stokes? 
From now on well be setting 
you challenges each month to 
produce a particular poke, map 
or set of playing tips All you 
have to do is find the solution 
and let us know about it within a 
month of the issue being 
published. 

The best sosutson to one of 
the problems will win a stunn- 
ing prize - a copy of every 
single Rave and the Master- 
game from the issue in which 
the solution is printed. The num- 
ber of these games will vary of 
course but in past issues there 
have been six Raves or more so 
that's over £50 worth of software 
and some months it will be over 
£100! The prizes will normally 
be supplied on cassette but if 
you prefer you may ask to have 
disc software of equivalent 
value. 

We'll also be giving Out up to 
five runners -up prizes every 
month of one of the 
Raves/ Master game in that issue. 
You don't necessarily have to 
solve one of the problems wc 
sei to wm a prize - if you come 
up with something even better 
that'll suit us fine. 

To get the ball rolling hero 
are some real testers for you - 
we're confident that someone 
out there can come up with the 
goods. 

LA Poke to produce invul- 
nerability to water on Sorc*zy 
Ftmm, 

2 A Poke for infinite flame 

throwers on Creeif Serst 

3,Jl map and/or solution tp 

Knight Tyme. 

4+ A map of Into Oblivion, 

5 A playing guide to Tan Ceti: 

The Special Edition (that's the 

disc version). 

Meanwhile the worthy win- 
ners of £10 vouchers under our 
iiisei system are S M Clarke 
from Ltaniylhn for the Covenant 
poke, and Tim Waisha from 
Henley on Thames and Daragh 
Ward from Dublin who get a 
renner each for their F&iTlight 
maps (see last issue) and tips. 
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OUR SOFTHRRE 
MRS HRDE FOR If. 



Without doubt the Amsirad range of computers a 
rapidly establishing itself at the forefront of The 
personal micro industry 

In response to this trend, U S goW have produced A 
sefies of si unnmg c omri%rom Jcsigncd lo exploit the 
host features of the Amstrad miOifc 

Ht-rc ate four outstanding clas&k games from our 
ewjiKicasti^rangeihat t^ll enhance any software 
collection, 

Direct From America cornea LEADER BOARD 
j golf simulation thar *s truly state of the an 
and has already received cntK.il declaim T 
is what ZZA P W had 10 m Qutie honestly 
LEA DFRSOAHD makes all other golf Simula 
(ions look clumsy and arctquaied In com 
partem This is the sports Emulation of 
the year -if not the decade?" 

LEADER BOAR D features Jill (he sfcilk 
lethmtjuc* and elemeni^cf the game, 
iighi front arnaieur&taiii& to tounng 



management skill 10 ensure the privet jrtd economic 
survival of the PSM TRADING COMPANY 1 

Direct from I he arcades of America, KUNG FU MASTER 
will test your skills to the limit. Martial art experts and 
demonsof wry description m you; obstacles m this fait 




paced video action thriller Tto trawl thiols the Ward's 
Temple and rescue che fair maiden you must avoid 
demons dragons, snakes and killer bees. Beware of 
wfauon wk-i3ing henchmen and defeat each of the 
dewy ardians to advance to each of the five floors. 
Voir only defence t$ your rnarttal art skiUsf 

LAW OF THE WEST'S astoundsnc interactive adventure 
put J you right m The middle of lu rhu tent Old West an ion. 
Astfor sheriff of Gold Gulch, as tough j W:;d West cown 
.is :kw i viT -a you'll have all you can do to survive 
tti sundown 

Sundmg tn vour way will be all manner of tard- 
Ott gunsf ingct* and desperados looking to rob 
the hank r run roughshod over innocent 
townspeople and plant you m Boot Hill' 

trhra- large ^Mjihu'N rind lifelike ACUon 
cfchver excLtement so real you can 
almost smell the gunpowder 1 All 
these names jgjpi .^Vriil.ihle now 
especially for the ArnsuAd it better 
computer scores, nationwide 



BOARD 



LEADER 



pEOfes^ion^l Stunning giapti^s and V^BH 
multiple courses ensures th.it V 
LEADER BOARD is $tfOfces ahead of V 
lis rivals* \ 

If you don't fancy a sponmg challenge, \ 
then how about (he life of a high flying 
space enttcprcncur> Command your ship 
through one of ihe great edge of yoair seat 
adventures of the tfth century Cnoose yourcaigo 
lot your course. You II nerd courage and 
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disk £14,95 

CASSETTE £9.95 






■PHP 
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fjfl* i. 




3*J1W ( 


f I * pJf r rv 

00 *flfl VQtT 




TRADING 

COMPANY 



Selected US. Gold products are available from all 
good computer stores & selected branches of: 





VJ^HSMl Wl I SMITH 




Iuy YOUR 



SOFTWARE 

FROM YOUR 

ARMCHAIR! 



et Amstrad Action's un 




mail on 



ice do th< 



.... 



By the time youVa reached tht* part of the magazine, 
chances are yov'd (ov# to get your hands on some of 
the software we've reviewed. And that's futt what you 
can do. Our mail order service allows you to order 
virtuaHy ANY piece of software fof the Am stead 
micros reviewed in the magazine, What's more you 
con save yourself a good sum of money on shop 
prices AND qua Iffy for great free gifts, 

Hey, it's a wonderful way to buy your software! 



SUPER-GIFTS 



ts and pieces you cert get FREE with you* 



seFect arty TWO, Just enter the numbers of the gifts 
tosetfrer with your second preferences, in the order torn 



u want 



1. KUNGFU/NUMKft 1. 

TWO sreat Ocean semes an or* tope, 
given away wtth the Christmas iuuc of 
AA If you nv&sed ern Chen, get em 
now. CPC 464/664/61 



r#*ed PSS same, tc*?euV? 



6. WRIGGLER 

The bat wiJon of the arcade clastic 
Ctntrpvd* CPC 464/664/61 SB 

7. LASER WAR* 

Smooth, colourful classic shoot-em- 
up. CPC 464/664/61 SS 

e. CLASSIC ADWiHTURi 

fht fr<iK .v.t^i^uic thtfL HartCd it aw.. 



► FREE gifts 




WRIGGLER 



}. AMERICAN FOOT1AU 

An impressive sirr.uiatior 
Amsofyft-gw * CPC 464 only. 



CK PViAMAfcAMA 

Tfte First o' MjJrogwVj chaiHcngjng 
Waliy games. CPC 464/664/61** 

from 1 0. MASTfl GHIS1 



WJCKfEIOtt 

*iy addictive, IH MmmnJW f-iamortn 
ic CK 464/664/6190. 



Same 

1. ELECTRO f Rf PDV 

Frantic. humourous 
+64/664/61 S8, 



fun. 



CPC 



11 + SPACIHAWK5 

Vmlofi of the snwt-em-up GaiaKiwik 
CPC 464. 

19. SPANNfJIMAN 

Panic action ai you try eo nop the 
waier 'flew 0*C 4 64/464/6 1 
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VOUCHER 
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A A MAIL ORDER 

The doubfe-A iriple-F service 




► FAST deliver 
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FREE! 

with any order over £5 

A C15 data cassette containing 
high-quality tape specially desig- 
ned for computer users. It comes 
in a library case with blank inlay 
card. 



FREE! 



with any order over £1 5 

Your pick of any one o A ir e games 
featured in the Super-gifts box. 
Most would normally cost £8*1 0! 



FREE! 

wfth any order over £30 

A blank 3" disk OR your pick of 
any TWO of the games featured in 
the Super-gifts box. 



HOW ORDERS ARE DEALT 
WITH 

AittSitftd Action Mail Qrdlar id run 
h#M in £om*rtOn hy the ownenr- 
afflcioat SUE TAYLOR, tho woman 
who gitq more mall in 4 day tMn 
Hsaa-t pnepla gal «c h y*«tf 

OnJus* yout o*d«r Jftciud**. 
prngranifl witich . ofcr otifiBjiftr* 

cannot gat hoJd of far pom* r«- 
swn 1 Sue de^|j»t*;h*ft all package* 
by first class mull ttithht two at 
three wording ditys of recei*f^;?' 
the ofrdar*. Thoroter*;. you .tiw 
normally PTcpeat to t<MT«ivB yOur 
pare*! fehout * week to 10 day* 
after otttatf ftf. 

If ti** delayed frey ood th*i 
chinw* axe ron'ir* ordered a feu* 
which haan't f *4 boos reteaaed 0* 
I* onaponilly raar*llaM*A In 
which QAM 4 phone call from y 03 
WONT *p<eed thing* ap* (In fact 
the reverse - phon* Cilia AT* very 
timt^onfltmUcq^ li a long delay 
were UkaJy We'll -et yon know. 



PLEASE BEAR IN MIND 

1. The fact fbat * prograJTi is 1*^ 
^ewed is ifct-magajfiM doe* Rot 
guarantee eta ttrailahiiity since 
aom* *ottwaro it to-viewed 
BEFORE it hit* actually fe*en 
released. 

We are happy to reftsftd ybw 
order at U| th&e n|» to Ike 4f> 
tpatch of the goods. But bora*** erf 
tho poerihiUry of copying soft- 
ware, no refud or e«chuc:e io. an 
alternative piece erf software can 
be jgivan after lh«y kin been de- 
apatcheok Softwin which doe* aoi 
load vuky he returned for 0 re- 
placement cmiette 01 disc cob- 
taintae; the hum Mftvut either to 
«t Or direc^y to the aoftwa/e 
bout* evneerned. 
$. We try to be u ajcr o j«t e u era 
elm with dfrtejJ* of price, compati- 
bility Md. dltk &#aifcahittty v bat 
C0J91QO1 *.c£?pt UnbUiry for any 
erf on that cretfp in. 




OVERSEAS READERS WELCOME 



Itaadex* in the Jtafmhlie of 
IRELAND can order uny of theee 
gaode al Jhe name rate* ajc JJdtintii 
r«ad*** jprcrtrided that payment ift 
mad* In pound * S fcrtrltaft , Jf you 
with to in lariefci pottttdt? yov 
must add a ffi^Sti *nf chare;* IN 
ADWtKM to allowing far m* 
enwent ewvhange rate - th*t'a 
what 11 coKti tt* ift psty in yon* 
cheque* or pootal «rder*x 

Hwdenv *la*wl&0ra in 
EWGPE xnoAi add ftlpw solrware 
itoffi to the cost of their ordar. 
3P»y*B**it mnat he in poundN 



SonditvAiQirvt cbj^UftvmWt \o:. A A Ma1FOf(jer r ^8 PSrawacd Drive. Sdtn*rton. Somerset. 



MAIL ORDER FORM 



Name „. Telephone no. {if poss) 

Address 

„„„ „, Postcode,. 



Machine owned; □CPC464 GCPC664 □CPC6128 CPCW8256 CPCW8512 

Enter the programs you whfl to wdw in thr spaoers Und*T T fliCE p>U must «^t«r #t« fyfL npt»Fl prSw , If w*nf iihh* than Hv* ftom^ 

pju aJwuld list them on ft9toar*>p*sc* &f papw, 





SOFTWARE TITLE 


SOFTWAREHOUSE 


DISC/CASS PRICE 


1 










2 








3 








4 








5 








PRE-DISCOUMT TOTAL 





C Und*r£5 Q £5-9.99. 1 enclose a 50p dtscounl vouchof. {~£t0-H.9Q. tandou a £1dtecounfl vouchor, 

Q ClS-1 9.99, 1 encfos* a £1 dfcsaounc vouchor and daim Tn&a Qitt number . (Second cfccicer__j 

I"! £20-25.99 . 1 «ndos« a £2 dtsociunt vouchor and daim ftw gilt number (Second choice .1 

£30-40.99. 1 enclose a C2 discount voucher and daim a 3* disc* OR free gills* Nos. and .(GfldchoiOO A 

□ Ove r £50. 1 endosa a £5 disoourtt voudurand daim a 3" disc* OR free gifts' f^os. , and . (3rd cW« J 

'Delete as necessary 



TOTAL PAYABLE FOB MAIL ORDER (-PRE-OISCOUNT TOTAL minus dis«u«J: 

Ad4 th * io4#i iq Lh* fcrrvpuPii pt^bbifr en any frp*t"*i offere e/tferetf *n revere* **d«. 




o 




Save £5! 

ARNOR WORD-PROCESSING 

Fantastic discounts on Pratext, Pro merge and Prospell 
CPC 464/664/6128 i PCW 6256/8512 (Prospell only) 



Save £5! 

VORTEX VALUE 

Any TWO cassettes only £12.90 
Any TWO (Macs only £Z2.90 
CPC 464/&64/61 28 

Three times in ?«eent months Vortex have 
released software on the AjvlSSiyuI. Three 
timers they hav£ won critical and popular 
acclaim. The games axe Highway Encoun- 
ter* T&L r and Alien Highway, You can pick 
any two of chem fot A snip. 

Highway Encounter has been de- 
scribed by some as the most addictive 
game they've ever played You have to 
guide a Terrafron along a hazard-filled 
highway by controltog a dalek-lite Vortort 

Align Highway ia the follow tip, taking 
the game idea several stages further and 
making ir harder still to finish, 

TLL. the odd one out. puts you in 
control of a Tornado Low Level aircraft 
trying to bomb targets dotted around a 3D 
landscape which scrolls around the screen 
so smoothly you won t believe it. 

All three games normally cost £fi,&S on 
cassette and £13.95 on disc, so you can see 
our special offer is very special indeed. 



Arnor s word-processing program Pretext 
has MEablisJted itself as an outstanding 
piece of software offering CPC owners a 
range of professional features totally unex- 
pected at the price. 

It is also astonishingly fast. Jumping to 
different parts of a text file, search-and- 
replace operations, moving blocks of text, 
re-formatting - all are done almost 
instantly 

Two additional programs vastly in* 
crease its power. ProM&rt?£* offers a full 
mail-merge facility allowing yon to carry 
out long print runs with details of each 
individual document or letter automatically 
customised. 

ProSpeH is a faet r multi-featured spel- 



ling checker which comes complete with 
30.000 word dictionary . Unlike ProMerge tt 
can be used with other word-processor 
programs such as W&rdMtAr. 

Now you oan buy any of these 
programs at £5 off the normal askir.g 
prices! So K fox example you could buy 
Pr&text on disc for just £2L&5 (or on cass- 
ette for just £)4*95). Or you might prefer to 
go for the ROM versions (which load sx.st 
antry and give you extra memory space for 
your documents). These will cost just £34-99 
for Prowxt or £29.95 for ProMerq&. (How- 
ever you witt need a separate ROM board, 
not available through this offer.) 

For full details of these super-low 
prices, refer to the order form on this page. 



SPECIAL OFFERS 




SPECIAL OFFER FORM 



Fill in your name, a d d re s s a r»d n a ch i ne type on the reverse of this form. Then place a lick next lo those ilems 
you wish to order. 



1 . Arnor word-processing 

(Z Protext cass £14.95 

□ Protext disc E2 1.95 
Pretext ROM £34.95 

I Prospell disc £1 9.95 

□ Prospell ROM £29.95 
Prospell PCW disc 
Promerge disc £19.95 

O Promerge ROM £29-95 

2. Batman 

□ Cass £6.95 
] Disc £12,95 



3. vortex value 

Tick TWO of the titles on 
cassette for £12.90. 

□ Highway Eric, cass 
~] T.LLcass 
!ZI Alien Highway cass 

Tick TWO of the titles on 
disc for £22.90. 
[~\ Highway Enc. disc 

□ Tl.Ldisc 
Q Alien Highway disc 

4. Mexico "86 

|J Cass only. E7.95 

TOTAL NUMBER OF ITEMS TICKED 



5. Gargoyle gasper 

TWO cass titles £13.90. 

Dun Darach cass 
I j Marsportcass 
I I Sweevo's World cass 
PI Heavy on IheMagick 

TWO disc titles £21.90. 
"2 Dun Darach disc 
_ Marsportdisc 
Z Sweevo's World disc 
Heavy on the Magick 

6. Magazine binders 
□ £3.95 



□ 



TOTAL AMOUNT PAYABLE ON SPECIAL OFFERS £ 



I enclose a cheque or postal order tor this amout, plus the total payable tor mail order on tho revorso ol this 
lorm. The payment is made out to FUTURE PUBLISHING LTD. 




PLEASE NOTE 



TJlflW offer* are aeparale tiom the 
ml of our mall ordar a chame. You 
cannot in* the voDch#r* on th# 
mail Order page to obtain further 
dllC&Ull Uld fie* g>Jti - we've 
already knocked off th« most w* 
tan' However il yo» p reft I, yon 
may order any of tike itemi on toil 
page if their NORMAL fWUL 
PRl CE vhiough the ordinary maJJ 
order icheme on the fMeviOua 
Yon can then bae Lfte relev- 
ant Toacher and, if the pnee tm 
over £15 claim a fro* gift, TftJ* 
could make eatta* if you azv order- 
ing other good* at Ilia ■ajme tune. 



Save £2! 

BATMAN 

Omly S6M cut, t U-iS dlac 
CPC 4G4/664/612E 

Holy smoke! This fantastic Ocean game fa 
going at £2 off the norma] price of £8.* 
cass, £14*96 due. Having won a hot, hot AJ 
rave review in om May iasue *aid th& cove 
sic! of J un u , it jtisr d crr.nr. d s to be bough; 

The best 3D graphics yet Miasm 
playing area. Bamboozling puzzle*. 

Run for it Robin! 



Save £2! 

MEXICO '86 

Two -cassette package only £1.93 
CPC 464/6*4/ 6 12a 

This program from Qual&oft t which has only 
ever been available on mail order, has 
attracted something of a cult following as 
the thanking person's football management 
simulation. 

It places you in Bobby Robson's shoes 
as you try to lead the England team From 
the prenquaiification stage right tfirough to 
victory ut Mexico. You have numerous 
decisions to lake including team selection, 
tactic* planning and subsist son tuning. 

The package, which include* a 20-page 
booklet, normally coats £9.95. 

What better way of celebrating the 
World Cup summer than indulging in a 
liitlo trial of strength of your own? 

(Pt&a*« note, thi* product bus no aiSMjauati 
wi4h FIFA nor with iha US Gold till* World Cup 
Ca.Trjvat) 





Save up to £6! 

GARGOYLE GASPER 

Any TWO cassettes just £13 JO 
Any TWO discs just £21-90 
CFC 464/6W/61 ZS 

Gargoyle have proved themselves to be 
one of the greatest independent software 
houses supporting the Amstrad micros. 
Now by picking two of their very special 
games you can save yourself a packet. DUN 
DARACH was their first release - a huge 
arcade-adventure with Celtic atmosphere. 
AA Rave. 

Then came MAESPORT. another big 
arcade-adventure with stunning animation 
but this time a futuristic location, tt won the 
A A Master game slot. 

SWEEVO S WORLD featured Ulnmate- 



style 3D graphics, wacky puzzles and en- 
tertaining animation. Another AA Rave. 

Finally there was the innovative text- 
tnput adventure HEAVY ON THE MAG1CK, 
a second stunning Mastergamo. 

Three of the games normally cost £9.95 
on cassette and £13.95 on disc., the odd one 
out being Sweevo s Wotld which is £8.95 
cass, £12.95 disc. But whichever two you 
order, this ofior provides you a superbly 
economic way of checking out this 
company's challenging, State-of-the-art 
software. 




There's been hot competition this month on some of 
the newer titles, including Batman with some very 
impressive scores that even PCW owners can hove a 
crock at now, The Mastergames Bounder, G&f Dexter 
and Spmdixzy hove all had impressive scores, with 
four people completing the Electric Dreams classic. 

The two Elite titles Bomb jack ond Commando are 
still keeping plenty of joysticks busy, and there's a 
very impressive score in on Bid by 's Wriggt&r* One new 
addition to the chart is Classic in¥aders from Bubble 
Bus and just look who's got the high score. Our very 
own Di Tavener has threatened to make more ap- 
pearances, so watch out, boys- because she is MEAN. 



2$S .240 (Lewi SB) Aim Millar, Coipnt 
B9.2BQ {Level 33) Lee Heely. WaUaJ. 
3&. 140 De» Graber, Bedford. 



Bounder 

36 L, J 60 Christian VmJcrs, Harofcgaio 
310,530 Gerry Hngfiet. CranJetyri 
aOS.COO ThOfnAi He im. Gu^Lhorpc 

E onnty Bob Strik &b Back 

£16, L39 Rorusw Acrn.ow, LprefpOOL 

101 ,000 (Level 1 1 ] Colin Da via. DvBnbum 

£2. 140 CUvtl 5) 5tel ftttw. M*Wf Ittfe 

Brian BlaodcixE? 

13,020 3tew*nMcCoin* ( Pontelraet. 



149.700 Tim GuTT^y. PrealafyOr 

Df p a Superlest 

fGauitbinaCwn of d*j en# And d*f two - 
t?£sce each J 

89,690 Muk Horton_ Gr«nifr d, 
59,344 John Harding, Gbtppeaaaxu- 
5$,3&3 D*vi4 Belfeft. 

Di>,*lh WiAkf* 

173,102 Jonathan Wert, Romford. 



225L8J0 Cunt Yinwd Afidte, 
Gauntlet 

301 ,900 JoM'Jian Stun*. LufceellL 
] S 7,390 Andrew Po wall. Duiurai. 
42.640 Djt-nd Sghofop-ld. Rerfaid. 



Alien BreaJ^In 

887, 1E0 Utn MeKinnori, Glaaggw. 
m,m Graeme Taylor, Eaal EUhride 

JUiem Highway 

H; 1 ;, l$0 J*rrf Mrk-ju ;i rd n. A ho r rl ipg 
73,200 tab Wade, Somanon 

9€,3l0 M*M?u« P4J*ana , Pn Hon 

Amsgolf 

m alum Reben Cuma, AWer ahtM- 
S I ahola DaruieJ EUonirton, Sotihoia 
51 thou Mar a Lempon, Coord 

Android One 

17^680 DwTtd Lttnerland, fcUon 

Ifl^QO David Bum*, Tetford 

1 1.460 Devid C&bane, WyiKei^wq. 



Brian Jack's Superstar 
GtuftlJonge 

4jfll9 David Millar. Johns tone, 
4.703 Oearge Reave* , tfiddfcud 

4 .67 3 lioolt Lagrm HirkiriLiThiLI. 

Cauldron 

386,640 |ohn ctutp: . f iro 

301.800 Steven Farkuuoa. Keibmiy. 
140,400 fulian Wilton, KwihJegh 

Chiilor 

8,700 Un £Jr*tnfln»r, Wjnp*!*. 
7,900 Lloyd Butler, Binmngh.im 
7,313 lui Mcfcnrion, Cb»goir. 

Chimera 

S.SHA Cltfksid Kcinion, Ripley. 

3,209 CM Carter. Lgnddn. 

S.QGT Richard Fantborton. Ch arllon. 



Defend or Die 

4 ,340,000 $LnuJrt 3*iIH3cl, ChBl^rkPBln. 
^900,000 Cfcryl Ward, Wi^cvn 
a < B7l,eESPnil Hyefl. Cheltenham 

Devil's Crown 

8& 170 E> PAnm, TUbcoukry. 
63,540 S Gentle, Two Mile A*h 
60.290 JLM 7honi]i»nn r Blackpool 



Daora of Doom 

131 FTBncia Jarrii, lnverpooJ- 
70 C**rzy Hughes, CranJeigh.. 



Get Be set er 

1 4 1 ,900 P*ul New conibe , Southport. 
136,400 .Bunon O'ConneU. Sldeup, 
I M.aOOSLmaii Brereten, Alie^reri 

Ghofitbuaterfi 

{One pi/ne/rwn 5 IQ,00t? gecount} 
64,800 David Hamrnood , Fulwoed 
44,900 L W<u xen, Ahen. 
42,700 Qry^n J*Jft**. Clfrv*don. 



Android Two 

3&\4p&0 Stephen ftaggert. We«tbournePark. 

Fall] Clark*, 3*rn*l*y. 
20JBO M« Wsacwoad, Nuw Maiden. 



BArry McGuigajiE Boxing 

S,Ce0,0Q0Davnd Fuweir. Bunu-^ghjim 

Babtiu 

1 1.400 Kiaaur A*fi, SouihDtldi. 
9,754 LftP^h W*nan. Aliorx 
9,328 Andrew Ktguc, 5H»dq»rL 

Battle Beyond the St^s 

31, 150 A McEwbjl. KErfclniiUoch. 

36,600 Andrew fry K PfcnML 

Sfl.S^&D n*!mmkfig fedofnon, Lomvig, 

Batti* of the Planets 

697 John Carter . Sbttbeld 
020 Mehi Whkon, -Bourne- 



Chnckie Egg 

S.081 .060 CLevel SiS) Alan Steele. Dadeci- 
3jat0£4n |LnraJ IBS) Andy KcCunmgnL 
Daifangion- 

572,580 (Level 40> Ceil KoU4rt. 



Dynamite Don 

3,000 toi McKmnon. GliMgxjw. 

C*Un Uwieaa, Cabra. 
2,189 Richard Buxton, HeJaton. 

Eltictro Freddy 

4, 1 19 Jerome Cho^, CacrphiiSy 
4.03$ AJv-uTi Thompaon, HebfaunL 
3 P 410 TTiomJU Toiield , AaWord. 

Bt*ber1 

Gr-unam Thomas, Rainnam, 
1 32^00 Xiftwrence SnuEh, N&wporl. 
132.500 Juhfwi CiHex, EufSheen- 



GmiguA Gold 

623,9)31 DiTHl FttiiPTnn. Dundee 
■BeVIOOllicdM^CUrk, Midlothian. 
Q01.V9C Un LcH-ch. Ktindford Canip. 

18,430 Michael Thonuon. Weybrldge . 
1 ShAon, Freeman, Cotpon. 
15,960 Graham Femberton, Sheffield. 

Grand Frix Rally 2 

^,r^3 Geo-Cf .Eenlake, Wcodharn Fcrrei* 
83,184 DitW. Pv^i^im. l,ylhawi . 
TOJWFJGrinmBMcenhead. 

Green Beret 

i IUBR O.iiilefl MboJcwe, London. 
7€j00OSh*anSoajrlu, Loughmn. 
EFj.^J D Robert^ SLdcup 

Cunfright 

1 7, Martin Holland. Scholee- 



Gyroscope 

39.620 SeOAfi Deonia, Menaton. 
38.1+0 George Ee**e», Wifieey. 
ae.010 Lao KcMahon. Hwich«C» ■ 



Beach-Head 

134 300 Peter Colkn* . Cilmenon. 
J34.,3WT^ti Mackity, ArnrLhos pv 
124.300 Ssi:. Comnor. 
134,300 Jonathan Mkvr, flidbeipuqh, 



I Classic lavaders 

1 1 4*. 9* 3 XJi Tflvoiiflr, Somcrtcm 



Codename Mrtt 1 

1.152 Nick Allen, Hilton. 
1.143 Craig Bailey, KfttTseM. 
1, 106 Ceonje Kbivh, Bradford, 
I r 106 Mietwel Owsae. Baimyiiy^. 

Co4inime Mat 2 

ft^tttO S Sandiee. New Tredco^r, 
53,100K<Jto Qaxtre. Telford. 
4^700^^^*^ OmKkfl, Bury. 

C orrvbat Lynx 

&84 SO0P y.= i! r ; . K m-5 
943,700 Andrew Fry. fmSeL 
&10.3O0 Owen McGarvey, Claagow. 

Commando 

37LR00 Elirmingnam, Hosnaey. 
^46,fl30 Andrew jenhtnp, Holyhead. 
l^.eaoKhinWanLaL .'lull. 

Coatuzion 

fiSOj^OfS Lknvftl S6) Lamaan Ball,. Cowiey 
147.143 Jte^el 31) DuftcanElha r ttkley. 
liS.flfiS 1 *»o« Crandtnu Penylarv 

The Covenant 

&a.^4P H ie* Moifw, DiWBtaMe. 
55.180 Andrew HA^ee, S^irptin 
&S.4te &ni*rr Thorn, Bratol. 

DT "fi Decathlon 

(One d&rwJy) 

136,970 jp Garmtn, Edmonton. 
130,180 rrtMr:!-.!.- TiiyJoif , T.n&t KiLhrirfci 



*.JO0 F MUlor. fettering. 

3.150 Antony Cr^hley, Brt±ikJl*ll. 
3.000 A Crirnshaw. Blackburn 

Fantafiftc Voyage 

08^300 Alex Gwwij Spring^^hl. 
41 .SSO Ktclty Lee, nanhury. 

righting Warrior 

330, IftO Wayne Fitton, GloweHrtct . 
34^,110 David Cohane, Wythenahawe-. 
^&6,0»0 Rkck Arte^.HoriharrL. 

rireanH 

54,700 David Sacmisr, Bourne. 
54.G0Q D.i v id Cobane. Wydtenaliawe 
39,000 Gary Brtckley. FiJc- 

Fr rinki e goes io Hollywood 

ttJbTOtrat) Q*Ti4 Whne p Piiflmwt. 
633.900 (SPA} Kiter. 3re~. F^Ml^np 
^^00 He4 WiMM, Bourne . 



Fruity Frank 

0$,2OO J Brown. Wc*tfi*Ld. 
40.S00 AJvin Th.orr.p&ori Hebbum. 
3$,0i0 Andy Keeb]c r &f&tnl&y. 



Galactic Plague 

64R.fiCW GareLti {ones, WhLtstible. 



Harrier Atiaek 

316,840 lan Anu L Lewaham. 
^i0.4S0 Oiaham Rose-, Z^e~zt:-- 
7$5. 100 Sinori BoJd&h , Ptadrey . 



Dinky 

33,375 PauJ &wgg, Crwuham. 
Blagqtx 

7S.SO0 (Level 14) Stutxt Mettey. Wftrth 
Anmon.. 

Antenr Cfiichley. Brwlaiell- 
3^,350 Crapmt Tey ber h Eut Iti^ride 

Bombjack 

1 ^ Leigh Waned, Aii*il 

] k 014pSlO ft*rt*kt Genre?, Wdleaden 

fjreen. 

&B0.30e Simon CuddeJord, KBHilw^riA. 
Bouldordamh 

1A-5P Simon Cuddeford, 

JtundworUh. 

1A-5P Cfil.^?3 MiGhtel V^r^V, flaule. 
1A-SP (48.1W ffthn Carter , Srinffi^ld. 



Haunted Hedges 

290,470 CLoire Johnaon, Stitton Celdfield , 
374.9 OOPnnuiuc Gourlay, Mutsotld- 
1 13,^70 Pawl Sca^g. Grantham, 

Highway Encounter 

342.300 Stephen Raggett, W«tboUttio 

> 14.900 C r«ow Taylor, Ea*1 KLLbtide 
148.370 KG Meaaejager, PerOL 

Hitchhikers Guide 

329 Kenneth Morrow. WeaHuIL 

Hunchback 

2.3fiB r 630 David Oey-Cgefttpft. Jttmeorn 
1.613.700 Andrew Powell, P&rttfton, 
3 .908.0QC Michael dark, Midlothian. 
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Hunchback 2 

J 7. 100 Ja*on Catpem*, AJsei secny. 
9.000 Andre* PaVdr. Woodier 

B_£5Q Wtfhain G*£nrtl, Sabger . 

Hypers port* 

21 IJSSOi«lCflbajie. Wyihenshawc. 
159 32 Uwtence Smfr. Newpon. 

Jet Soot Jack 

3*4. SQO AJittm KilJ, AxWord 
hMJWQ Dattd Folayron, PtmhK*- 
I & l .850 A^rt Wafcaon, Intern w ■ 



Mwn Buggy 

5 B6.100 L» w i mrt Sstuih, N&wpon . 
327J£0 PaCrsck Gr«vt. HDlbroofca. 
3 SSjOOO NedL Waugh, Thetford, 



SL0.0E0 Create Taylor, East Kilbrhd*. 
1*06.460 Phrfrp H&u-Jrfge, Sunderland 
431, SBC Rocuub Agnow, Dotecql 



4e.300 Erie Henry, Drogheda. 
16,209 Dftvtd White, FltgwockI. 
$.500 MieHa*] 5£*e« r Uonoghadec, 



Station 

Graeme- Taylflr. F**J JUbndn? 
38.305 Shafqu ftamiL Alfcn. 

Starqnake 

233.23S 74** Sober! Dendon, Diytnikizu 

E*HuJm«th- 

3D Starstrike 

("Oft* paw through 93 jtjpw d r itny J*vt?l) 
8CT&.2QQ lan Careens, Rug&ley. 
800.000 5uiiiMM±r, CL"j(j}MriiKldiu. 

780.400 Gerry Hughes, Cr^nkjvjh 

Strangeloop 

3fl>OT PauJ JolieyB. Wigan. 
34.325 Pan! Ncwrambfr. Bukdale 
Juban Gator, Ea*T Sheen 

Super Pipeline 2 

200,340 Davni Parkinson, HDrbury 
t4fl,tWBRuc Cnmnor. 

J20 Roy Wfiiiarns, rttfwi- 

SupersleuUi 

Brian Hearey, Irvuifl 

Dgnald Shaikey , ScuJfllhorpfi. 

Suxirivw 

436 r 30Q nr Ifcihfrunga. Swindon. 
567, 5W Paid Edw^rci*, ST*r™u*gr. 
aOSSjaOO Eddie FLLkins, Roncorfi 

Tankbuters 

21.000 M^rUiew Llgyd, Huk«; Harberough 
3 6 ,300 lan Boffin. Sunbury -on-th*mw. 
3 .390 Ici™ Clarke. T-eltfard- 



Mooa Cresta 

?7.iJ*tl&3vi Jti tourriK Oidham. 
$4. S©0 DiYid Watson. Alcester 
49_SErt |*«n CoUina. Edgw =lt&. 



1 



Kutt 

!2fl David Cobine. Wythen&hawc 
I Simon Andrew*, G-osptm.. 

D*vid Candiuh. West Ecnfim. 



EUlapede 

58 jj$ AnU*0ft? 8** r*u, SihUqitL 

Killer Gorilla 

300,500 Andre* PpwtpH Ouiaawn. 
375.000 Adrian McGrrera. D-orchw:er 
34S.*0OCtiilarwptKr 1>tvLin, Ss Helm- 

Kong Strikes Back 

848.600 Uwtatvrc &«tfn, Newport 
646,300 Mark Braysnaw, i«da- 
S&i.eOOCLairi? jotuuoci. Sutton C^ldQrkl. 

Emng Fu 

1 .O&S jaii*ftfi R*goo. Cra^Mend . 
9*4 Petaqr Hmtfajn, Pawley. 
SCO taw KcCuuiotu CJIu^ct. 

Ktmg Fa Muter 

3S8.W0 Paul Hyett, CbeJ^nhani 
4 + lOO Kkbotie Rw#aU, How. 



| J07.000 Wi^-aol WiUKa.Sioorbiidga 
T Grog an, Bjaclcbium, 



Locomotion 

1 8 F S43 UMftooJi#f Eag, Loaidon. 
4.401 Mike Drurj. SwlfiTOQ. 
2,538 HLcihafil Dowma, Dalaton. 

M&CtOCDflRllca 

3 8,064 Matthew Lloyd, Wftt M Htrbor ough 
3 1,074 Jtnmiftr CtaaJ, Pumei. 
Mr Talbot, Aft***** 

Manic Miner 

300. L 12 Wayna L»ar syd. a run]*y . 

JadcC«xi«i. Du^to. 
HM aiarm Low BaUWlL 

Minder 

t3a.ae6 Mark W*gn*j , Plana r 
£22,080 Mlfk T04#T. Caawy Uand. 



Mr Freeze 

16,070 SHU4 rt KufchmaoTv. Readmg- 

L€,^40 Powt Wng-ht, StoorporL 

13,970 jajrue Thoiruon. IieigpiMi Bu£±ajd 

Mul Ant Monty 

4*.&S0Sumon fleldon. Pa toy 
4£, ISO Waitu« Puufd. PertoiL 
45.350 Phil Wind, BrmtwOOd. 

Nignisbade 

L ,334 ,000 P MiOer , lettering. 
L.^.ClOCi JnliAn Bann, Newpon. 
8&S.S00 Neil Wd»n. Bo^mc 

Nomad 

Mark SuSocx, NeBOn, 
Adnan SiU, Steeliow 
3.700 ftryan Jarrw*. CHr**diEin. 

Number One 

1 ,032 janun Hagon. Gr«vc«hAxa. 
L ,3S2 CrMTTue Taylor, Eaal EiJbridc 

Obeidiu 

I ."1,700 Pavrd. CbbaAA, Wyihenaha.we. 
13,800 Daragh W» r d , DnhOiri. 

One Man and his Droid 

1^.3Si Smart Wnyi*. Aiiruucnam. 
15,3« SbtiofiBooI. Wittwu. 
15,560 NoaJ McVea. Bangor. 

On the Rim 

74.U0 D«w] Smg^TTnan. SoOEhamptoa. 
14 JCHO Pitnck McGoTry, BsttavL 
$0,000 ftaJiju Siagh, Queen r a Park. 

Finball Wizard 
42,710 Crug Ee«n«. ThOiHiOA He*-Ji. 
4 L ,(W0 5upben Cray , daronw Down 
31,773 Roger Wdion. Bladt&urn. 

Ping Pong 

39,470 Otfey HoghAi, CranlobQh. 
10,740 Sei Em Chan. B«Ua4C. 
10 P ™ RgbtE ! Park. &■ uklvy 

Puachy 

] ,132.320 Hark Sal^ Mam. 
WSjQOO MwLhast Bradl*y. Btanuy. 
238.990 Alan J*£**On. W^^r^Jltpm 

■34,530 (78*0 Smart W%yl4 F Allruictbam. 

lUOd 

3- 122,380 Mart V*jL#y, Fal|i?w**Ld. 

3, 1 l$.OS0 WilUaai |«Akaiia. CinnJirtgton. 

I.5QS.090 Bryan, Jim*a, Cl*va^c«,. 



Monty on the Rum 

0,030 fcSaroua Paaaanl. Fprsm. 
OjOBOJill^hflaao^aharLklln- 
4j000 Martin. Holland . fttihtfbai. 



AUGUST 
CHALLENGES 

Score challenged 292,164 on 

Alien Break-In hy Paul 
Mackenzie. 

Challenger and reason D v. i 

Co bane You can't ge! a 4 al the 
end of a score. )ust a. zero 

Score challenged: 56,630 on 
Blagger hj Alan McArdJe 
Challenger and reason: Jon- 
athan Bevis. The nuiumurn score 
increment is 25. 



SPECIAL GUIDELINES 

Oh tilr following ^UoM ftim aut «Urr 
fqwr ccor* wwfof to t2k*U 
gmdetLae*: 

BOULDDJl AASSi tfrral r**<&pii, w( 
■WW 

f flUCX LIE: m» far d«l»ylA4| t&* 
wiaardt Met 

IrT» SfPEHTEEf; cv»n^ip«4 lea 
dayi hi and two played tiu-ough onc« 

aoly, 

tSHOSTBTTSTEKS.- vcurr «a|)a«v44 *ft*r a 
■isfla gaan* atavtiaf fj&m a 31i,W ae^ 
Unit, 

3D STAAATmiEE: hi^iieti ftenn far 

WPFB PIPELINE II; biffJUvl hoh «fl« 
c«npkeiLa^ IS Ki»Mi 
TAG CET1: i^da c»e|l«ckt4 

war or tee cxploduvo fist: 

**4 tc» aAai d«faatimg swe aapeaataEi 
oalaathau 

TIE AJL EUKC rO: M^fc#t1 im tor 
daaHUaf Ar»r etgii jpyweata. 



Kock'n Wrestle 

.:'':•..:>: Raoon. G [ = ■■■■£ = -:rd 

1 1 2,900 Alfrk Cruet, Byfleet. 



Rock Raid 

35 SlttptHrti G fay . Bath 
32.580 lan Caaeon. Rngrpley . 
30.640 S9iafqat RasuJ. AUoa , 

Saboteur 

$ ] .500 1 FFilup*. Hjoraaea. 
44,OOOOwen WrG*TTcy. PoEok. 
4^.600 Jcr&me Ctiui. CaerphiUy 

Sabre Wnlf 

9S] .220 jurus'iiin Ectu, Farehani 
73] ,S4£ Bry*n rfiS, Pi?chdial&. 
7^,44$ Paul Siagg , GranGwni- 

Shogun 

08 tnwr Cflhan, Soraezron. 
Sir Lancelot 

82,240 {t#wl 14?) Scroll Daviea, Fi3ey 
96,$30 C|M McCotran. Sinning lii^m 
i%AO0 (lBi>al 26) Srev&n SoUwoed. 
WarMiani 

Skyfos 

212,900 A Porter. PsjtarboiccLgti. 
1 13.500 CD £Ula, Mtllti cwk. 
43.700 Chru FnodrfiaaL demathM 

Sorcery 

Many t/*e-r S7,000 

Sorcery Pino 

200^3? WK »ebem r FeJtoiL 

107,040 MaCtbew H tniir.^:u Winjdermcre j 

104.400 Joanne Stnrtno. OrpuvSWfr- 

Space Hawk* 

73,4(50 th3«ainijc H eg airy, C-srfc- 
IT.SS^Mork Warner. Pinner. 
77, W D*¥wl Baker, drraceateT- 

Spannexman 

10D.900 Da^Hl FWtJBBa, Chywlee 
«,$00 Julian Cater, Eaataieen. 
S4J900 Andrew Araatj, Vfatfuiglon 



Spin dizzy 

J cwcii Lin and Pa-j] Hwpkint-sn. 

1 220 iowtl* 1 ttendersofl. Ortalum. 
1 220 jewela Julian Hfrarn. AftH^aty 



Splat 

23.340 Simon Andrews, CcapoM 

Damd Cobafi*. WfltnninM 
J 3wSl 0 Icy WiUiasu. liOPdan- 

Stax JLrenf er 

20.060 Ntck Allan, KilHO. 

] 7 ,Bffi} BiVid. KiC*. fuluxitiliocti. 

]?,330f«vuilrafia]iaw, Rfe 




YOU cart enrer YOUR hfgh^ 
scores end win the chonce of 
notion wide? fame in rhese 
pages by using the High Score 

section of our AN- in-One 
Action Form. Cheats, bewore. 
if your score is challenged and 
you can't validate it, you 
expose yourself lo public 
humiliation and shomeJ 



Tan Ceti 

{30 tods) Anlomj CrUqhUay. 
BrackdeJl. 

(20 r<«is} Rhya itanea, Ojidjn 
Goldhay. 

2 L , L L 5 iM ioi4« > E nc Lag-in, CiJtnylfi . 



Thing on a Spring 

40.91 1 Marcua Paaaaju. Penan 
31.399 Saftnie Agnew, Dovvcoi- 
I4J800 Blrro tHnadale. Scunihflipe 

TLL 

30l,4$0 {Laval 42) Dawxl rEnftey r 
&irming±iam 

Bg.saO (L* vet 2&) A Riley. Eaay WolW i y . 
8&.130{UveL WKDirg]?, Pcruitth 

TroUle W«Jli* 

9 .763 Piul Wiflgar.. JpeWKh. 

Tnxba Eaprit 

IS, 160 Graham Nmbeften r 5i#Jfieklr 
13,790 Matthew UCfU. Markm Harborough. 
12,800 t^wtnMcOanfaTr, PolJck 

Way of tn* Exploding Flit 

$&itg after ipnatinp^fnwi at I^J&h- Dani 
90,200 janacn Ra^&n, Gr aveahanL 
8&.300 Chna Seder, £tan^Crfpe r 
B6.000 PtQj Heptaftaon, Wofil 

Who Dare a Win b 2 

JeOaOHart Vwl«y. Pal^wflaid. 
38e,ee^ lna>. Keylaad. Comalpr^n 
12J . ICO Aa4r«* MtMair, Pedaay. 



WIliFlfpili 

ltt,HC SKaphan Haggeft, ¥ 
Park. 

lflfi,360 Adrian LeHjh, Usckpon; 
143,000 Paul L*w1i, Nffrppanch. 



Wriggler (BLcLby) 

9 585 Andrew W nif&TL Broaflftalra. 
" 390 Brian Snuh. WeatBio^iwach, 
h.HHfi Lltvid Cotoane. Wythe nan* we. 



Wvatbauina 
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Tie Mx Knag Tm 

fStttt for dmf*M2iig£br£t 8 vpp&ti#I\ V} 
W.TaO firwt ^ttitm, BtHiai- 
Sli.tOO Oolin M^Crae . Edinburgh 

MtJfOO N*al Thwpacn, Ce. DffwTV 
2Lfl,±Si Colin Wlffli?. Ortftthanv 
44,^00 U« M^Hahen F HiiKMWT 




OF DARKNESS 

Draw an adventure cartoon and 
win a glittering prize 



Out of the darkness a diamond gleams. Iff worth 
£1 00. It could be yours. 

We're offering this and ten other great prizes to 
celebrate the launch of Jewels of Darknt?$$ f the new 
Level 9 adventure trilogy being released by Rainbird 
Software.. Each winner will receive a valuable 
voucher From [ewe Hers H Samuel to be spent on goods 
of your choice: rings, necklaces, watches, earrings, 
whatever- 

To enter you just have to send us □ cartoon on an 
adventure theme. Those that ore the most original best 
drawn and above all the funniest will win the prizes. 

The cartoon shotild be submitted in black ink on 
white paper. No colour, pleas** 

There is no restriction on number of entries. 

Any of the cartoons which we particularly like 
will be considered for printing in a future issue of the 
magazine. And if we particularly like your work we 
could ask you to do more for us in future and, wait for 
it, be PAID for it! 

Send your entries to; Rainbird Competition, 
Amstrad Acfmn, Somerten, Sonwr^el, TA1J 5 AH* 




PAGE MISSING 



PAGE MISSING 



^eST f ROM ^ 





Written by 
Sid Meier- 
Author of the 
highly acclaimed 
F-15 Strike Eagle 




Lui '|M MM* 



■■ 



CASSETTE 



Minyteiuped 1ft the UX under itoenee from 
MlCflfrPROSE SOFTWARE by U,S. Goki Limited, 
Unit The FUfcWiy Iftdutfrial Centre, 
Htnnp Street Btm ntfam B7 4tf. ^qw; 

021 as5«ssi + 



• FIVE AUTHENTIC BATTLE STATION SCREENS • 
FIVE PACIFIC SCENARIOS * SUPERB DOCUMENTATION 

bm to iirtitwj ftm. Wit the hunter - Iwt wddmrf - r«Ve taonf tt)t btmtedr 

A* <!!oiTi™nikr, you mu* tUik their tftfc* ied keqp your nftrjinfce frwn bdr* dwn^nd- Vim cwfc Wft jog ictoct a qukf puffw wdot tn an 
d^e^foi^etnpedD^ Ttw decUut *id mwv rtmMmiw to nobis fw ufctpwf ptottnonftita dfcerwfctof Aw S^ENT 

Rvft courtesy 




THE riRST AUTHENTIC vwcro 
SUBMARINE SIMULATION 
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Printer Ribbons For 

DMP 2000,^ £5-50.. 
8256.8512 ^£5>50. 



Please tend checiuet, pot rai omen to: 

Compumart, (Dept AA ) 
Unit 8, Falcon Street, Loughborough. ■ 
teles 1 1E11 1EH 




SIREN SOFTWARE 



1 -"DISCOVERY" 

The tape-to-disc fran*i«r program T'ansters some tjrbo 
Ina-iers, alters BASIC loaders to Q61 orograros running with* 
oul a.ieraiion. "mGHLY RATED'". Amtu! "Discovery does ii 
best aacss she nicest range o1 yames" AA, Feb '66 
"Probacy the ces! ot the tap<Mo-d<sk copiers. " AA, Mar 86 
Feal jred mihe sen o us soflwarecharl AA March 86 
On464.d64 6t2aDiftcClt miape£7 99 

a.^M ASTER DISC" "MEW 

The only d sk utility pac h age yo u w i \ eve r need r h is program 
really does ^ all. 

IMAGE - make backups of your disks {trie. I jnny formats 
etc) 

OiH&CTQRY EDITOR - unerase m$ show hidden tiles, 
secjre^iles etc. 

SPEED F ORM - formal y^ur diskslighining lasi, 
SECTOR EDiTQR- coitiplete seoior editor 
DEPRCT£CTO-l ^eproiecl a Basic program. 
Q\SX HEADER * d^p I fly siar I , lengi h rype. etc of tiles. 
tape HEADER - as lor disk header, b.jt lr>' lapa. 
tranSHle - transfer individual I les ^om d*k to lape or 
di&* lo d 5k 

D ISK i\rfAP - s.h o w s h o w f . ie a a re stored ondisk 

t vpestylE -d.sp-av on screen or printer any ASCII f to 

DUMP^ILE-c splay Hev'ASCll format forcontantsola filn. 

DiSK-speedjpyojfd'SkdrvedyuploSO 0 ©. 

This disk does is all 1 

On 464. 664. 6 128. Disk only £12.99. 



OVERSEAS PLEASE ADD £1 CO FOR POSTAGE AND PACKING 



SIREN SOFTWARE 
76 BRIDGE ST 
MANCHESTER M3 2RT 
TEL 061 7966874 
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SIREN SOFTWARE 



Supa Soft Discount Software 
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ADVERTISERS' INDEX 



Alllgata 


16,lbc 


Irttogremme 


1 


A.G.P. 


41 


Micron at 300 


! .i 


Beyond 


70 


Mirrorsoft 


1S 


Cascade Games 


15 


Modem House 


38 


Caxlon 


75 


Ocean 


2-3, be 


CiF 


44 


Pride Utilities 


8 


Compumari 


93 


S.C.Telecom 


41 


CRL 


53 


Shekhsna 


44 


Design Design 


17 


Siren 


93 


Digital Integration 


71 


Soft insight 


41 


Evesham Micros 


8 


Supa-Soft 


98 


Fulur© League 


44 


Superior 


66 


Gremlin Graphics 


35 


US Gold 


83,95 


Logic Sales 


44 


Vanguard 




Imagine 


64-5 


Leisure 


22-3 
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AND THEY CALL THEMSELVES 

ADULTS!!! 



The times they've 
left you at home 
because 'you're not 
grown up' or 'not old 
enough to come to the pub 1 
and took what they get up to 
when they get there! Here's your 
chance to find out what it's really 
like in those smoke filled haunts 
of adulthood. The opportunity to 
see how good you are at these 
ADULT?? games. 
Why let the mums and dads 
have all the fun. Pub Games can 
be a laugh for everyone. 







a compilation of 

BAR BILLIARDS • DOMINOES 
DARTS * TABLE FOOTBALL 
POKER & PONTOON 
fgy BAR SKITTLES 

XI available on 

1 Commodore 64/128 • Spectrum 4BK • Amstrad 

Available soon BBC ■ MSX 
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Alligata Software Ltd., 1 0range Street, 
Sheffield S1 4DW. 
Tel: (0742)755796 




ALUGATA BITES BACK 



ALLIGATA BITES BACK 



uasimodo's ding-dong 

derring dps rattle the rafters 

A in... 




SPECTRUM 48K 



...S text-teaser 
world where 
no 'modo has lept before ! 
Go on... take a swing at it! 

JM48K £7-95 £8-95 COMMODORE 64 



IK COMMODORE 64 

Ocean Software is available from selected branches of; 
WHSMI I H r J,!J,l.',!J,U!U WOOU*ORTH LASKYS Rumbelows 

Speccnjm Shops and all good software dealers. Trade enquiries welcome. 




Ocean Software Limited 

Ocean House 6 Central Street Manchester M2 5NS Telephone 06 1 832 6633 Telex 669977 Oceans G 



